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HiT THE STREETS
FIGHTING'

Fists and feet collide in Raging Fighter™
the purest, most savage man-to-man slug fest for Game Boy.”

Enter the Omega League of 7 full size, screen dominating fighters each with 20-40 attack
moves including specialized assaults. Use these awesome arsenals of physmal brute force to
wail on computer controlled foes in the practice mode. Pulverize
your opponents in a single elimination pain event. Or vie for the title
of Mightiest Mortal in the bone crushing tournament.

You can even inflict unforgettable agony on a friend with the 2
player option usmg a second Game Boy, Raging Fighter Game Pak | S

and a Game Link™ So grit your teeth and clench your fists. In Raging |

KONAMI Fighter you have nothing to lose but use of your limbs!

Konami Game Hint and Tip Line:1-900-896-| HINT(4468) o g Raging Fighter™ s a rademark

of Konami, nc.Nintendo, Game Bo, ine L1 © 1993 Konami. Al Rights Reserved




SUPER NINTENDD

suee Anvaniase |

S”PEH AHVANIAE[ per second), hands-free AUTO TURBO
® and SLOW-MOTION CONTROL. With all

That “it's not whether you win or lose, it's how these killer features and cool styling,
you play the game” stuff is a bunch of garbage. it's no wonder they're the #1 enhanced
That's why we've got two ways controllers for the Super
to keep you winning: the M NES. So take your pick, and
@ Super Advantage and asciiPad,™ both for then take on the neighborhood. With
the Super NES® They've got the kind of this kind of power, you'd just better
enhancements you need for today's fiercest learn how to be a gracious winner.

Pad.

The asa
ool games—features like TURBO-FIRE (up to 32 shots 1T’'S HOW TO WIN.

1993 ASCHEnertament: Sovers, . 0. Box 6830, San Motan, CA 84400, Telehons: 4155707005, ASWRFE s seciPad rstrademaks of 501 Ereranmen:
are, Inc. Al rights reserved. Super Nintendo Entertainment System, Super Advantage, and the official seals ane registered trademarks of Nintendo of America In.



ITS THE

. aseiiPad SG-6 ~- Fighter Stick S6-6

Introducing the new asciiPad SG-6™ and button games (SG-6's kick butt on
Fighter Stick SG-8™ for your Sega regular three-button games, too). Crank
Genesis®. Next to the power cord, in features like Turbo Fire, Auto Turbo
they're about the most important and Slow Mo, and you've got enough
things you can plug into your system. firepower in your hands to send your
That's we've ically into orbit. And since there's

redesigned our new

none of that wimpy

controllers from [T ———1. programmable stuff,

the plug up. They're contoured to fit © you'll be able to take ‘em over to
your hand like your favorite baseball your friend’s house without getting
glove. And tough enough to last called a cheat. So keep your eyes
through more than a few street fights. open for the new asciiPad SG-6 and
While we're talkin’ about street fights, Fighter Stick SG-6. Theyre hot, they're
check out the six fire buttons. Yeah, new —and hey, they're already a hit.

that's right, six buttons—just what you ’T’s HOW TO W’N
need for the hot new wave of Sega six- ]

Entartainment Software, Box 6639, San Mateo, CA 94403, Telephane: 415/570-7005. ASCIWAFE i a trademerk of ASCI Entertainment Sofuware, nc. Al ights reserved,
°’”“sﬁ.a.-.msq.m.'f££mw LTD. No: mngﬁmnmmdﬁnnw/,numnmmnmmm &






Letter from the GamePros
The Mail

Cutting Edge
The Genesis gets a telecommunications edge — The Edge 16!

Special Feature: Hot at the Arcades

N rassic Park for the Get championship tips for Slam Masters!
rule! See Jura

inosaurs
Dinosau! ge 26.

Genesis on P2 ProReviews

26  Genesis: Jurassic Park, Rocket Knight Adventures, Spider-Man/X-Men:
Arcade's Revenge, Bart's Nightmare, General Chaos, Pirates! Gold,
Chuck Rock Il: Son of Chuck, Ranger X, BioMetal, F-15 Strike Eagle

46  Sega CD: Robo Aleste, PreView: AH-3 Firehawk

68  SNES: Wing Commander: The Secret Missions, World Heroes, Super
Bomberman, Super Baseball 2020, Cool Spot, Rock ‘N Roll Racing,
PreViews: Mega Man X, Art of Fighting

86  Nintendo: Kirby's Adventure, Jurassic Park

90  NeoeGeo: World Heroes 2

ible “possym With Rocke 104  Game Boy: Jurassic Park, The Addams Family: Pugsley’s Scavenger

"5 for the Genesis, sgq Hunt, Lethal Weapon
108  Game Gear: Tom and Jerry

Cover Feature: Morial Kombat
Look out World Warriors! Mortal Kombat i set to rack up some Fatal Moves
on the Genesis, Super NES, Game Gear, and Game Boy.

Overseas
The P.C. Engine comes out swinging with Street Fighter Il Champion Edition.

The Sports Pages

Bill Walsh College Football (G), Super High Impact (SN), and NFL Football (SN).
Plus, an exclusive interview with Coach Bill Walsh and Sports Insider’s face-off
with hockey games!

GamePro Lab
An 8-bit NES hand-held, virtual reality goggles, and multi-player adapters for
the SNES and the Genesis.

Volume (1SN

— = year by Infotinn nc.,
nngrnomnancmkmnzs 7 A e IR0 Ry o Onirioma
mms" ing offices. POSTMASTER: Send address 10 GAMEPRO, P. . Box 56527, , CO 80322-5527. Change of
Mortal Kombat 7 i o
paggﬁz / - ), P.O. Box 55527, Boulder, CO 80322-5527. Forelgn and Canadi-
L 3

Cover Francis Mao
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Tackle four-player college oo
Walsh! See page =o-

118 Short ProShots
A quick look at some hot games!

126 S.WA.TPro
Secret weapons and tactics from the GamePros.

131 GameBusters: Street Fighter Il Turbo

134 ProNews
All the video game news that’s fit to print.



Cookic Chaos for Mario and Yoshi!
Mario and Yoshi are filling in at the Cookie Factory, and the snacks are piling high!

As fresh baked cookies roll out of the ovens, it's up to Mario to sort and stack "em before they pile too high! Line up a
row of the same kind of cookies either vertically or horizontally, and they vanish. Clear the screen to move on to a new
level of munchie-madness! Yoshi appears from time to time to stir things up. Play for high score or go head-to-head
against a friend or the computer. The mouth-watering madness doesn't let up!

In the tradition of Tetris™ and

Dr. Mario™, Yoshi's Cookie is a
heaping helping of lip-smacking,
snack-stacking cookie chaos!

@ 100 stages, plus bonus rounds.
@ 1 or 2 players, or play against
the computer.

€9 Choose to be Mario, Yoshi,
the Princess or Bowser.

@ Extra puzzle game from the
creator of Tetris.

It's a snack attack!

Tt o

85y 2 22/ 2
BulletProof Software, Inc. < 22209
8337 154th Ave. NE v \
Redmond, Washington 98052

Yoshi c. ©19%,

vere, I O Mario, Nitendo, Super NES and
Super Tetis™ & 01987 Eorg .
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Letter from the GamePros

Thanks to Sega of America, a video game-
rating system is in place. Sega took the
lead last summer and stepped into the
forefront with a tough call. At the time,
Sega’s video game-rating system posed
some controversial questions for game
developers and consumers alike, which
ranged from enforcement to First Amend-

I\l7

Mature Audlences

Parental pj
S5 “ls:retlon

Mature Audiences

ment rights. Here are a few answers that that 95 percent
have come to light. ’“}F’:..':mnee@ of.ph games
Who sets the standards by which sy Will receive a
games are rated? GA rating.”

Sega has organized the Video Game Rating
System Council. This panel of people from
outside the company will rate each game
produced by Sega and its third-party li-
censees. The panel will also have input from

Mortal Kombat by Acclaim have received
MA-13 ratings. Currently, Sega has no
games that fall into the MA-17 category.

consumer focus groups and other industry What are the criteria that separate an
representatives. At press time, the group’s MA-13 game from an MA-17 game?

membership list was not yet available.

After an evaluation, the Video Game
Rating System Council will determine the
rating for each game. Focusing on age ap-
propriateness for young, teenage, and
adult audiences, the review process will
address the three following areas: the ba-
sic premise and rules of the game play,
graphic depictions of the characters and
background scenes, and the audio content

Sega currently has no plans to publish
qguidelines for its third-party licensees.
They prefer to leave content calls to the
“good judgment” of game developers.
Game rating will occur at the time that a
company submits a game for its usual
Sega approval process.

Will storekeepers have to check 1.D.s
before selling a game?
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of the game.

Will all games receive a rating?
Ratings will appear on all Genesis, Sega

CD, and Game Gear games from Sega and

its licensees. In fact, Sega’s guidelines to
third-party companies indicate that the

Sega Rating logo MUST be used. Plans still

call for three ratings classifications: “CA”

for general audiences, “MA-13” for mature

audiences (parental discretion advised),
and “MA-17" for adults (not appropriate
for minors).

Sega predicts that 95 percent of its
games will receive a GA rating, leaving

very few games subject to the tougher rat-

ings. Splatterhouse 3 by Namco and

Questions about “enforcing” the ratings
are natural, but enforcement appears nev-
er to have been in Séga’s plans. The rat-
ing system is only meant to provide addi-
tional information that parents can use to
buy a game that's appropriate for their
children. In fact, according to Sega, feed-
back from retailers has been favorable,
since the ratings will help answer many
questions parents have about the contents
of games.

When Sega first announced its ratings
system, red flags and a big chill shot sy
through the video game industry. Now, |t
appears that Sega’s merely seeking a
able way for gamers and non-gamers
to buy carts that are appropriate for

Entire contents copyright 1993 by Infotainment World,
Inc. Al rights reserved. Reproduction in whole or part
without prior written permission by the publisher is pro-
hibited. All submissions including, but not imited to,
artwork, text, photographs and videotapes become the
property of the publisher. Submissions cannot be
retumed; senders should retain a copy. The GAMEPRO®
name and logo are registered trademarks of Infotain-
ment World, Inc. Super Nintendo, Nintendo and Game
Boy are Registered Trademarks of Nintendo of America,
Inc. Sega Geness, Sega CD and Game Gear are Regis-
tered Trademarks of Sega of America, Inc. Atari and
Lynxare Registered Trademarks of Atar Corp. Turbo-
Grafy-16 is a Registered Trademark of NEC. Duo s a
Registered Trademark of Turbo Technologes, Inc.
NeowGeois a Registered Trademark of SNK Home
Entertainment, Inc. Printed n the U.SA.
For reprints of any articl or advertisement that appear
in this issue please contact the Infotainment World, Inc
Reprint Dept.at (415) 349-4300,
For subscription problems only, please write:
P.0. Box 55527, Boulder, CO 80322-5527
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“THIS 1S A KILLER PAD



SOTRLLY

“HELP ME SCARE THE EVIL, GREEDY SARDINIS
OuUT OF THEIR FOUR BIG MANSIONS BY TURNING
EVERYDAY HOUSEHOLD OBJECTS INTO SOMETHING
SCARY, FUNNY, OR JUST PLAIN SUPER-GROSS. OR
USE MY FIVE SPECIAL SPELLS TO REALLY SEND
THEM SHRIEKING. BUT HURRY, BECAUSE MY

ECTOPLASM'S ALMOST RUNNING OUT.”



B el screens fom Sega Cees erson Hung
TURN A DARTBOARD INTO A BLEEDING POSSESS MIMI TO FREAK OUT HER HAUNTING > St Polery™ 152 ademark ofBecone s
Sega ndGeness v ademars o Seg e -

EYEBALL AND MAKE VITO JUMP! REPULSIVE RELATIVES! STARRING POLTERGUY ™
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Game Over

We are thoroughly appalled at
the endings of some video
games. Consumers pay $55
for a good game, then play for
days to beat it. In the end,
though, it's all for nothing,
just an extremely lame ending
that says something like,
“Congratulations,” or “Try a
harder level.” A good example
of this is T2 for the Genesis:
Virgin put more effort into the
credits than the ending. Why
doesn't GamePro rate end-
ings? You don't have to give
them away, just evaluate
them. It would help people
make good purchases.

Ryan Jones, Mike Werner,
Temecula, CA

expect a big payoff at the end
of a game, or is it enough just
to know that you’ve

won? - Toxic Tommy)

Violence in Games -
The Readers
Speak Out

| understand that some games
are too violent for some par-
ents. Those parents shouldn’t
buy violent games for their
kids. If those parents can't
take the heat, they should stay
out of the kitchen.

Olan Yancy, Chester, PA

I'm 15 and I've read tons of
articles on violence in video
games and can understand
‘why parents get upset. How-
ever, | think that the violence
prepares kids for real life. Vio-
lence is part of our everyday
lives, and there’s no avoiding it.
Allen Davidson, Wilton, NH

Why don't all these parents get
off our backs about the vio-
lence in games? Next thing
you know, Super Mario Bros.
will be censored for crushing
small creatures.

Wesley Reiser, Vineland, N)

I was dismayed at Sega’s deci-
sion to rate their games based
> on how violent they are. | see
more violence on the six
o'clock news.

Chauncey Greer, Jr.

San Francisco, CA

(To get our position on vio-
lence in games, check out the
August and September
Letters from the Game- (=)
Pros. - Brother Buzz)

Tech Talk

Will there ever be a Game
Cenie for the Game Gear?

Jonathan Law, Fairfield, CA

(Galoob, maker of the Game
Genle, is working on it. Keep

an eye on October’s GamePro
-

Lab Report for an
announcement

Scary Larry)

What is a Pro Action Replay?
Jason Schulze, Baltimore, MD

P.AR., you can create special
codes that enable you to play
a game and have more advan-
hgnsllmlhegaumms
iintended. For details on simi-
lar hardware helpers, see page

GameProse and Poetry Department
Video games, oh video Sonic 2 is the game The Wing Fortress Zone
games, | love them all you to play, doesn’t really have wings.
know it's true. When Sonic spins, get out of ~ The Aquatic Ruin Zone is full
Video games, oh video his way. of water,
games, | I;)ve themall, why  1yj5 is pis friendwho always ~ Here make sure that you
don't you? follows, don't falter.
Super Nintendo, Sega Gene- - one thing's sure, their heads  Casino Night Zone, you pla
sis, heck they're all the same. ~ ranit hoﬁow. ’ Soiie gan?es, RN B
Then mom comes in, OPeNs . Robotnik is the real bad ~ You'll know how Sonic got his
her mouth, and says, “It's quy, fame.
only a game.” ; "
Salyer, H d, OH

Daniel Bolin, Garland,TX :\;al;e end of a level he likes  Joe Salyer, Howard, O

During a level Sonic gathers

his rings.

12 GAMEPRO o Soptember 1883

14 of our June *92 issue,
the GamePro Lab
Report, August 93. -
Lab Rat)

When playing Street Fighter I,
can | use a Pro Action Replay
and a Game Genie at the
same time?

Roger Schlagel, Lansing, IL

(Yes and no. The game still
plays, but in our lab we could
only get the Game Genie codes
to kick in, and that was only
when the P.A.R. was on the
bottom. We got good results
on some Genesis games,
though, and used P.A.R. codes
and Game Genie codes simul-

Data Carvey)

Is there a joystick that's com-
patible with the Genesis and
the SNES?

David Wilson, Lynchburg, VA

(The Competition Pro Joystick

Are discs for Sega’s Mega CD
and the Sega CD compatible
with each other?

Blake Potts, Cullman, AL

Arcade Arcana

What's the difference between
the Neo+Ceo Gold and Silver
systems?

Jeremy Beauregaurd

Ottawa, Canada

(About a hundred bucks. The
gold (5500-5600) has two joy-
sticks, the silver only one,



h SNK no
m?mm;”’“m - Great Reader Art!
Frequent Flyer) Here’s a selection of this month’s best. Keep sending them - envelopes or art - and we'll
Where can | buy an arcade print 'em. The Envelope of the Month earns the artist a GamePro Super Shirt.
machine? Do arcades sell

them?
Andrew Petrilli, Herndon, VA oinne o LD, e
5. 605 S45s

r ; : @
(See Replay Magazine [818- ) AN VATHO, ca auig,
347-3820], which sells new S g ;: ~
and used arcade boards and
kits. Also, if there’s an arcade
in your area going out of busi-
ness, check with the owner.
They’ll usually sell off
their used machines. -
Boss Music)

Coming Soon?

Will there be a Game Boy ver-
sion of Street Fighter II?
Miguel Velasquez

White Plains, NY

(Anything’s possible, although
it took 16 whopping megs to
produce the SNES version.
Most Game Boy games are
under two megs. Even a four-
meg SFil is a pretly —
scary thought! - ¥ 3
Slasher Quan) Y/l
Snippets

Will there be anew Joe Mon-  In your May ‘93 issue you
tana game for the Game Gear?  Showed Street Fighter I for the
Genesis. Does the six-button
controller come with the game?  Why don't you have more

Derek Pittman, Inglewood, CA

come out every two months.
(Probably not. See our July 93 g5in, Baker, L Mirada, CA secret codes, maybe even an Look for subscription informa-
ProNews for more on Mon- : %
(Nope. This helpful unit is issue full of nothing but codes?  tion in GamePro. We also pro-
available in stores now, Andrew Voight, Shiocton, Wi duce b:peebl tips books, which
though and only costs $19.99. have issues can be ordered
- Hack 'n’ Slash) ’ (We do full of from GamePro. See pg. 140 -

Wlladdaya Think?
This is your magazine, 5o

O €l us what you i 1,
Challenge W Seein jt, ngjyowmg
BEG. Begier gestions to;
INT. temediate
ADV. hianced
BP bpen
ADJ. Adjstable

Graphics: Judges the overall artistic quality of sprites, animation, and background scenery. Sound: P.0. Box 5828
Critiques music and sound effects. Control: Rates how smoothly the control pad commands and San Mateo, c4 9

the game’s interface turn you on to the on-screen action and fun. FunFactor: Are you gonna have a Th g 4402
good time? Challenge: This is the average skill level necessary to play the game. When you can anks for Yyour help!
pick skill levels, we label Challenge “Adjustable.” GamePro’s Game Rating System: 5.0=Outstand- y
ing! 4.0=Great job! 3.0=Good job! 2.0=0.K. but could be better. 1.0=-Wake me up when it's over!

GAMEPRO <« September 1883 13



This year’s coolest, craziest, funnest, loudest
Sega™ Genesis™ smash COOL SPOT is now
available for the Super NES.e




coming soon for Sega Game Gear™
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A Better Genesis
Beyond the telephone connec-
tion, however, The Edge 16
will customize the Genesis.
The unit comes packed with
128K RAM, which can beef up
the Genesis's current 64K of

4 =La]l
- ‘/ -
THE
|
By The Whizz
AN Next year, if you
8> get a busy signal
when you call a friend, you
could be in for a long wait.
AT&T, Sega of America, and
P.F. Magic have teamed up to
- produce a new Genesis com-
munications device - The
Edge 16. With it, the trio
plans to make multi-person
video game play possible over
regular telephone lines and
make your favorite video game
characters truly portable. The
hardware is the result of a col-
laborative effort by AT&T,
which operates the world's
largest communications net-
work, and P.F. Magic Inc., a San
Francisco, California-based
interactive entertainment com-
pany. The Edge 16 is slated for
aSummer '94 release, and it's
got enough promise to keep
you on hold until then.

A Genesis Modem
The Edge 16 is basically a
4800 baud modem that will
plug directly into the top of
your Genesis. Game cartridges
then slide into the top of The
Edge 16.

As a telec ication
device, The Edge 16 operates
like a standard personal com-

puter modem, which hooks
up to a regular telephone line.
In fact, the box will also fea-
ture a keyboard slot so that it
can connect with any IBM AT-
style keyboard, and AT&T will
develop Edge 16 communica-
tions software.

do much for existing games,
but it'll be there for any game
developer who wants to take
advantage of it.

Gaming on the Edge
The Edge 16 opens up some

i ing game-play possibil-
ities. Modem compatibility
could easily be programmed
into any new Genesis cart, and
Edge 16-compatible versions
of existing games could be
created to offer their fans new
challenges. With Genesis
games designed for Edge 16-
supported telephone tag, two
gamers (or more) can face off
in long-distance video gaming
in real-time. Moreover, The
Edge 16 will support AT&T’s
Simultaneous Voice Data pro-
tocol, which means players
will be able to speak to one
another over the telephone
while they play.

The Edge 16 also houses four
slots for custom game-
enhancement cards that really
give the Edge an “edge.” The
cards are about the size of a
credit card, and they contain
the equivalent of 4K of
read/write RAM and 32K to
128K of ROM. Basically, this
means you'll be able to store
enough specific game data to
make it portable. For example,
players who enjoy role-playing
games will be able to store a
}complete character or the
game stats on a card and then
share them with a friend.
Using the cards, game
developers will be able to sell
new characters, new weapons,
and new game scenarios for

[ Dialup your competition
| with The Edge 16.

16 GAMEPRO < September 1993

memory. The extra RAM won't

existing games. You might
even be able to take charac-
ters you've created and play
them in new games, like per-
sonal computer gamers are
sometimes able to do. How
about new teams or updated
annual statistics for sports
games, additional levels for
shoot-em-ups? Sega, Electronic
Arts, Tengen, MicroProse, and
GameTek are already on-line
as Edge 16 game developers.

Long-Distance
Gaming

The Edge 16 promises to add
a fascinating long-distance
twist to Genesis video games.
Sega didn't tell many gamers
about its obscure Tele-modem,
but The Edge 16 could be the
device to open new lines of
Genesis communications.



Can you withstand the devastating
power of Shnouzer’s THUNDER CLAW?

Can your wicked twin blades
defeat the evil Lord Avtarch?

Can you master the I
searing “Arc Blost”
technique?

Phone: (708) 364- 9787 * Fax: (708) 3
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To Shake Out of

HAIR LIFTS: Iy shake the joystick

When § and push all the but-
your opponent’s

down, stand near his 9 s crazy!

head and press Attack Sometimes this wild

to give him an uplifting

creates a Reversal,
giving you the
advantage.

SPEGIAL PINS &
GIVE-UP HOLDS:
You can pull these

' Sometimes you get Pumped Up to pull a fantastic Rever-
sal or a devastating power Attack. This periodic power-

up can occur when you're getting beaten up, after

Yyou've pulled a certain sequence of moves, or when the :

crowd Is jacked up behind you! Each character gets
‘pumped differently.

Grabs or Pins, rapid-

m
od
ol

If you think professional
) _gwhiestling is for simple-

tons, slide a token into
A _~Slam Masters by
~ ybapcom!
- This 10-
~  “Character
. wrestling
game is packed |
with intricate mat - L
moves that you'll L
have to uncover 4 /a \\\\
Street Fighter 1. (You <\(
can even Dizzy oppo- N
nents.) Each character has
their own unique move, which
you can pull off by using the
game’s three buttons (Attack,
Jump, and Pin), and an eight-
position joystick. You can even
combine the controls to pull
off intricate and nasty body
techniques.

To get you started, here

are some basic but killer
moves for seven of the Slam
Master fighters — The Great
Oni, Mike Haggar of Final Fight
fame, Gunlock, Titan, King
Rasta “Mon,” El Stingray, and
Jumbo “Flap” Jack. Look
for the rest of the
pack’s moves
and other
super-secret
Slam
Master
techniques
in the next
issue of

Turnbuckle Kick

Grab your opponent
and toss him toward
the turnbuckle. Now
Dash directly behind
him. Once your oppo-
nent hits the turnbuckle,
keep running toward
him. On contact, press
Up and Attack simulta-
neously. Oni will then
devastate his opponent
with a deadly kick!

e September 1983



ring, wait until nent, Jump, and quickly hit
hegetscloseto  Attack to slam down on
the ropes to Dash  the enemy.

him. Just before

3 you reach the ropes,
y continue to Dashand 7. /"
simultaneously press
X Attack to pull a deadly =5 Stan,,

slide that'll knock your
opponent down
behind the ropes!  # /

Ring Some // ',l‘ :

Downed  yeck! %
by the Ropes g Lo .

Smash,
Spinning
Clothesline!

5% Oni’s deadly Spinning Neck
If an opponent is giving you Wrecker is a surefire victory
problems and you're near the  MOve. Grab your opponent,
ropes, grab him and toss him - Move the joystick in a 360-
against the ropes. As he degree circle, then hit both the
bounces back, hit Attackand ~ Attack and Jump buttons
Jump si to bring

him to his knees! Faster than Lighminy

Slide for Home!
(Single Match Only)

If your opponent is getting
weak and you're near a tumn-
buckle, Grab him and slam him
into the 'buckle. Then, before
he can recover, hit both Attack
and Jump to knock him down
with a Spinning Clothesline hit!

On the Defense

Oni’s Dashing Flying Attack is a
e very effective knockdown tech-
If your opponent decides to get Nique. Dash toward your oppo- /.
sneaky and hops out of the

GAMEPRD  Se
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Score a deep kick into your

your opponent is beating you opponent by flinging him against
to the Grab, switch to a defen-  the ropes, then coax him toward
sive style of play. Wait for him the center of the ring. Now Grab
to begin an Attack. Then, as him and Throw him toward the
he’s coming into you immedi-  ropes. Quickly Dash toward him
ately counter with an Attack of  and Jump to end up dropping

Rhythm

your own! Remember that a just short of the ropes. As you
close opponent can use an descend, press the Attack but-
unstoppable Dashing Attack, so  ton. Your foe will just be spring- : e
be sure to keep your distance. ing back from the ropes...and If you're near the ropes, Grab
into your foot! your opponent and toss him
Down and Out - into the ropes. Quickly Charge
5 up your Sonic Fist by rapidly

3 Ezp

jamming Attack. When your
foe rebounds, let him have it!
Practice this technique. It's an
easy way to Dizzy an enemy.

Ringside Roundhouse

pECIAL
TECHNIQUE

The Spinning
Clothesline

hrra L £

i = When you pick up a weapon
If an opponent has you cor- S 2 | besureto getaway from
nered near the ropes, Grab him | if your opponent crowds YOU,  your opponent or oy pe
and press Up and Attack simul- | he’s history! Hit both AtCK | Globbered From 5 cate gic-
taneously to toss him over and Jump simuttaneous!y 10 | tance oy can either throw
your head toward the ropes. knock him down with a dev- | yhat you're holding or wait
Now he should be lying face astating Spinning Clothestine. |yt yoyr opponent is within
down near the ropes with his striking range. If an opponent
head toward you. Pick him up is lying on the mat and Hag-
by his hair to execute the spe- gar wants to use a
cial technique of your choice! .PE:'HI. score, he must thr Uv‘:fta'gg b

The Deep Kick off TECHNIQUE) " e towne e
the Ropes

If your opponent gets sly and
jumps out of the ring, he’s
actually setting himself up fora
crushing Attack. Stalk him by
moving close to the ropes,
then pressing Jump, Attack,
and Down.

Spinning Pile Driver
Once you've Grabbed your
opponent, you can take him
fora ride. Execute Haggar's
Spinning Pile Driver by rotat-
ing the joystick 360 degrees,
tr_len press Attack and Jump

simultaneously.
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The Double The Titan Breaker

Smack Dizzy

When your opponent is Dizzy,
move in close and press the
Attack button. While you're
punching him, execute Titan's
Spinning Trip to score twin hits!

3

To execute Titan’s Titan Breaker

technique, Grab your opponent

and press Down-Back, Down,
Up, and Attack. Your opponent
will come down with a crack!

Rasta has an easy move to off-
set a Dashing Attack. When
7 your opponent charges in with
Yg his Attack, Jump back and hit
ﬁ your Attack button on the way
a down to hit your foe off guard.

S
5

Jungle Fever cuts down your
opponent’s life bar. Toss him

21



into the ropes and rapidly
press the Attack button. This is P
agreat corner trap. A

The Dread Lock Drop

flight with Rasta’s Dread Lock ==~
Drop. Grab your opponent, ;f’/
press Down, Up, and Attack

to take em on a flight he’ll

never forget!

Get Rude with Rasta!

Any time you feel

like you're get- iy

ting pressed by 4 3 ! Ty
your oppo- . ;

nent, try
Rasta’s
Lick-
and-
Bite
Attack!

rilled by the

Remem- .
ber, you Jalapeno Comet
can always | e
come back

for seconds! |

¢ In Team Battle Royal Mode,

If you're near the ropes, Grab  Use your Pancake Poison

your opponentand toss him ~ Attack when you have an oppo-
into them. As he slams against ~ nént on both sides of you! To

Plow through your opponents e ropes, use Stingray’s spray Poison, press Back,
with Stinger’s Dashing Head Jalepeno Comet by pressing Back-Down, Down, Down-For-
Butt. Dash toward your oppo-  pown, Down-Toward, Toward,  Ward, Forward, and Attack.
nent and press Jump and and Attack. This is a sure hit!

Attack simultaneously. They

won'’t know what hit ‘em’!
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WHEN CONFRONTED
WITH DANGER

POSSUMS WILL OFTEN
PLAY DEAD...



It’s Sparkster™
the Rocket Knight, the most
amazing opossum ever to rocket to stardom! He’s the
star of Rocket Knight Adventures™ for Sega™
Genesis™ And he’s got pumped up personality, warp
speed and quick wits.

(4468). 70¢ per minute charge. Minors must have
parental pormission before caling tone phone
roquired. Rocket Ki

rved.
Konami (America) Inc. Sega™ and Genesis™ are trademarks of Sega Enterprises Lid. Al ights reserved.



Blast off into 7 epic stages of S You're the thrust-miester controlling our hero’s
adventure and go hog wild against ; jet pack and his assault sword. And you better kick
the hugest, strangest pig creatures " some pork butt because Sparkster’s animal
imaginable. They're after the iz magnetism attracts
mysterious Key to the Seal once handed down by the mechanized pig mutants like
brave founder of Zebulous. In the wrong hands it will the Giant Pigbot and the Drill
unleash total destruction. Through every stage Sparkster of a Lifetime. You'll go gonzo

m moves, flies and rides in new over spectacular new graphic
@ directions to escape opossum techniques like the mirrored
punishment. Will he hang lava pools, the rotating gravity
| tough? You bet, room, and Axle Gear’s
‘cause his massive laser blaster.
talented tail can That’s only some of what awaits
get a grip on all | Sparkster the Rocket Knight. So rustle up
= kinds of hairy some courage and launch into the most

situations. & animalistic action this ®
o, side of Zebulous. KONAMI
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W Jurassic Parkisn’t
the first hit movie to be trans-
lated into a great game (Ter-
minator 2: The Arcade Game
and Super Star Wars come to
mind), but this Genesis cart
certainly ranks among the
best movie-to-video portovers.
If you haven't seen the movie,
rush out and do it now. Then,
you'll be able to fully appreci-
ate this awesome game!

v

forest cavems, leap down
from these rocks and you’ll
see a Brachiosaurus who’ll
offer a little support.

Man or Beast?

Jurassic Park is a single-player
action/adventure game that
offers you the choice of being
the hunted or the hunter. You
can play as Dr. Alan Grant, a
paleontologist who's been
invited to tour Jurassic Park —a

Genesis Game ProFile
Jurassic Park

(By Sega)

Dinosaurs, danger, and doctors
of paleontology. Sound a little
dusty? How about vicious, flesh-
ripping prehistoric monsters
and nonstop, gut-wrenching
action? That's what youw’ll get
when you play in this Park!

Goninl  Funfacr Cralenge

INT.

50 emedale
One player
Passwords

Available now
Action/adventure

_ GENESIS PROREVIEW
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prehistoric theme park environ-
ment constructed on a Costa
Rican island, or you can play as
a vicious Raptor, one of the
Park’s cloned predatory dino-
saurs that's famed for its speed
and bloodthirsty intellect.
Either way, you'd better strap
yourself in for a wild ride.

Tyrannosaurus
Wrecks

If you play as Dr. Grant, you've
got a prehistoric problem. The
dinosaurs are on the loose in
the park and some of them are
very hungry! To restore order,
you must run and gun through
eight stages of menacing pre-
historic action through a for-
est, into a dinosaur-infested
Power Station, down a river on
a Raft, inside a Volcano, and
other places.

PROTIP: Take on the Power Sta-
tion’s fences, but time your
climb, Watch carefully for little
bolts of electricity that jump
from link to link.

alcove just to the right of these
rocks. Jump up and blast the
Spitting dinosaur, then grab the
Gas Can and row the Raft to the
far right. Turn the Raft left as
Soon as it drops down one
waterfall.

To help you battle the car-
nivorous dinosaurs, you'll find
weapons that inflict a range of
damage from stun to outright
slaughter. You get Sleeping
Gas Bombs, mild and heavy
Tranquilizer Darts, an Electri-
cal Shock Gun, and more. Part
of the game’s strategy
requires that you discover
what degree of damage each
weapon inflicts, and that you
stay properly armed.

PROTIP: Push the wheel at the
bottom of the Pump Station, but
hang back. The wheel will roll
down the ledge and then return.
If it touches you, it will squash
Yyou flatter than a fossil.

If you play as the Raptor,
then survival is the name of
the game. You must avoid
hunters who are trying to
track you down, while you
fend off other dinosaurs. You
can jump incredibly high, and
your formidable claws make
the most effective defensive
weapons since Press-On Nails.
To maintain your stamina,
you'll find meat to eat, or you
can snack on something (or
someone) below you on the
food chain.

. Evolutionary War
Whether you play as Grant or
the Raptor, you encounter a
gang of prehistoric foes. Small
(but lethal) dinosaurs attack
you in packs, Spitters splatter
you with poison, and the fear-
some Tyrannosaurus rex puts
a major bite on you. If you're
Grant, though, you meet help-
ful beasts as well, including a
Triceratops that provides a
needed foothold and a Bra-
chiosaurus that offers you a
leg (or a neck) up.

September 1983

Jurassic Park isn’t just your
regular thumb-pumping action
game. With either character,
you've got to make some
smart moves if you want to
keep your butt from becoming
extinct. You must figure out
how to open hatches, climb
electrical fences, move boxes,
and solve puzzles.

PROTIP: Use red Tranquilizer
Darts to down the dinosaurs in
the Stage 5’s canyon. Using any
other weapon is too time con-
Stuming.

Park Highlights
Jurassic Park’s packed with
great features. The controls
are generally crisp and
clean. As Grant, you

can quickly cycle
through your

arsenal, and you
can pull an impres:
sive number of
moves, including
climbing hand-
over-hand
across vines.
However, you'll drown in your
own tears as you try to guide
your raft down the waterfalls.
Sega also pulled out all the
stops when it came to the art-
work in this game. This game’s
graphics are just as spectacu-
lar as the special effects in the
movie. With its lush forest
backgrounds and colorful,
quick enemies, it closely
resembles Flashback’s great
scenery. Dr. Grant’s moves are



fluid, even similar to the move-
ments of Conrad Hart. Every
dinosaur features completely
animated movements, as well.
You'll feel like you're seeing
digitized images of the real
things! The T. Rex i so big that
only its head fits on the screen.

PROTIP: You can hang from the
stalactites in the Volcano. Make
Yyour way carefully down the
left-hand side of the screen,
then cross to the right when you
see the molten lava. You'll blow
past this stage in no time.,

PROTIP: Hanging from the ceil-
ing in the Visitor Center isn’t
stich a great idea, since Raptors
can jump almost to the celling.
Surprisingly, Sega was able
to find enough memory to cre-
ate great sounds, too. The
music, some of which comes
directly from the movie, is
eery and evocative, although
its repetitiveness does get tire-
some after a few hours of
game play. As for the sound

effects, the dinosaurs have
unique screeches, and the
Tyrannosaurus's roar curdles
your blood. Add the slick
sounds of rushing water, blar-
ing alarms, and falling rocks,
and you've got a feast for the
ears as well as the eyes.

PROTIP: Red Stun Bombs keep T.
Rex out of your face for a while.
The stun effect wears off,
though, and you don’t want to
be around when it does.

PARK
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PROTIP: If you play as a Raptor,
you can make huge leaps and
still be assured a landing spot.
When going against other
dinosaurs, leap and land on them
with your razor-sharp claws.

PROTIP: Crouch and hit the B
button and your Raptor will do a
mini-leap to the place you want
to be.

However, don't think that
the graphic beauty, groovin’
sounds, and great game play
come cheaply. This cart is
hard, and younger gamers
may need a hand with the
problem solving.

Go Play in the Park

Jurassic Park won't disappoint
you, even if you haven't seen
the movie. Standing alone as a
side-scroller, it's action-packed
and fun for hours on end. This

game even features the rafting
sequence from the book,
which was originally cut from
the movie. So, you're getting a
treat that moviegoers missed!

Can a video game be as
popular as the blockbuster it's
based on? This game will
dino-score! [

27



Knights, to fire up a
barbecue. But shades of
Wars, his powerful nemesis
le Gear, a fellow Rocket
night who's succumbed to
- the Dark Side.
A ’Possum
- witha
~ Rocket Knight
- Adventures is an
energetic action/ad-
venture game
that rockets you into
a feudal outer space
fantasy world. If you
think the story line is
all over the map, wait until
you meet the fast-flying
Sparkster (part Jedi Knight,
part Rocketeer).
The side-view, multi-
scrolling hack-n-slash game
blasts across seven stages.

Konami scores again. Rocket
Knight should satisfy most
tastes for hacking, slashing,
and adventure. However,
hard-core action fans, be fore-
warned: This game looks cute!

Gophics  Sowd_Convol__Fufactor_ Chalege

sl

Price unavailable
Avallable August

Action/adventure
One player

You race over land, stroke
under sea, and burn through
the skies of Zebulos.

This single-player game is
part sword fight, part aerial
shoot-em-up. Depending on
the stage, you either cut a
swath through the

bad guys on land,
or try to outgun
them as you soar.

Chauvinist Pigs

Better loosen up your fingers,
"cause it’s chop-till-you-drop
time! The pugnacious Pigs
put on a persistent ‘possum-
pounding parade. The foot
soldiers and various mechan-

ical drones keep you on your
toes, but the wicked war
machines and the giant robot
mid-level bosses and end beasts
can fry you with regularity.

[ ——
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Just as deadly is the game’s
gauntlet of cunning traps and
obstacles. You must outma-
neuver such things as ebbing
and flowing lava, wicked fire
blasts, a deadly shower of
antiaircraft shells, and more.

Rocket Knight dishes out a
decent challenge within its
three skill levels. “Hard” will
give pros a good workout.
Unfortunately, the ending is
the same no matter what level
you play.

PROTIP: At the beginning of
Stage 4, stand under-
neath the second
porthole and knock
the air pirate’s red
hombs back at him.




Sparkster’s fighting gear is
simple but effective. Your sole
weapon is a wicked Fire Sword,
which lets loose one flame
blast per button press. Also,
your knightly armor sports a
powerful Rocket Pack, which
turns Sparkster into a marsu-
pial missile.

The game’s controls are
primo. The Rocket Pack
enables you to zip through
the air faster than the eye can
see by simply holding down a
button and releasing it. With
the Pack, you can even make
Sparkster ricochet off struc-
tures like a billiard ball.

In addition to his hardware,
Sparkster’s got a nifty prehen-
sile tail (s all opossums do).

like a greased pig
ings and tree limbs. :
An Audio/Visual

Assault
By now it should be pretty

clear to any gamer with eye-

balls that Konami's got 16-bit
graphics down. The graphic
style is cartoony and Konami
clean. Sparkster, his friends,
and his foes are cute critters,
but the Pig War Machines steal
this picture show. They're big,
imaginative, and fun.
PRI Stage 1, it’s easier fo
ig Tank on the bridge
it

some outstanding scenery.
There are awesome areas, like
rising and falling lava that
forces you to jump by using a
reflection off its surface. There’s
also a shimmering scene
where you must jump back
and forth through a waterfall.

Your reflection Is the key to fra-
versing the rising and falling lava.

RK’s sounds are sweet. The
effects are clean and cool,
especially blasts and explo-
sions. The music comple-
ments the action nicely.

A Knight in

Shining Armor

Rocket Knight Adventures is
good, solid fun. The graphics
may not be mean enough to
suit the dark fancy of some
hack-n-slash fanatics, but

Sparkster’s jet-propelled speed
will blow your doors off, and
the action swings. If you have
a taste for a fast fight (and
fried pork, too), stick Rocket

in your Pocket.




. Spider-Man to find them. The
side-scrolling trail leads to an
abandoned amusement park -
the secret hideout of the

bizarre supervillain, Arcade.

This madman has trans-

formed the park into a deadly

fair of lethal rides and
inescapable mazes. Unless
you set them free, tonight’s
main attraction is the destruc-
tion of Wolverine, Cyclops,

Storm, and Gambit!

Genesis Game ProFile
Spider-Man and X-Men:

s Sond  Coovol ot Chalege

8megs
Available now

Spidey or any of the four X-
Men. In addition to the treach-
erous.enemies within each
event, Marvel supervillains
(Apocalypse; Camage; Jugger-
naut, and more) lurk at the end
of each stage. The only way to
escape the park is for all five
superheroes to survive their
two events, and for Spider-Man
to defeat a gigantic, robotic
Arcade in the final showdown.

PROTIP; Follow Wellllead’s spl-
der-sense to tun off the securi-
fy sensors. Memorize the
sensors’ pattemns, because i’s
the same sequence every time
you restart the game.

PROTIP: Cyclops ¢an Simaltane-
ously move and fire his optic
biasts.

Each hero starts with
lives. Fortunately, there are
plenty of 1-ups, power-ups,
and energy boosts scattered
around. Unfortunately, there
are no continues. Lose all your
lives, and it's back to the very
beginning with Spidey and the
security maze, which ups this
game’s challenge significantly.
Comic
Comic book fans will appreci-
ate the attention to detail that
this cart's programmers paid to
its graphics and sound. All
characters look, fight, and
move exactly as they do on the
printed page. Spidey spins and

* swings on his webs, Wolverine

slices with his admantium
claws, Cyclops fires optic
blasts, Storm casts lightning
bolts, and Gambit shuffles his
deadly deck of cards.

PROTIP: Storm can add to her air
supply by swimming through
underwater bubbles.

“X” Marks the Spot
Although the X-Men already
appear in their own game for
the Genesis, you won't want to
miss the mighty mutant action
in this cart. Gamers who've
already ed Spider-

Each sup is ext

ly responsive to the controls,
and their superpowers are
easy to activate. With his large
repertoire of swinging and
wall-climbing moves, Spidey
may be the only hero whose
moves require a little practice

GAMEPRO "= September 1983

Man and X-Men: Arcade’s
Revenge for the SNES won't
encounter anything new,
though. If you're a Genesis
owner-and an action fan who
hasn'tyet experienced the
’Men, no X-cuses - this is a
must-play 3



S
WA‘“T When we cross the
|, finish line, you'll be
dusting yourself off!

Compete against lvan in The Mexican 250, The

Ensenada 500 and The Baja 1000! #* . - ’ - i
Each patterned after the actual racecourse! \ ¢ et ipiegpund femaptia it lioge
Perspective for 1 or 2 players!

2400 South Highway 75, % .
Corsicana. TX 75110
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By Slasher Quan that's completel
The one-anc-only ach area. Th
Bartholoptew). =~ .- -

Simpson is back on Sega ially Bt
screens. If you think you've™

slugt
cat and
Finally, & 1 P deserve an impassioned
€ MICroscope as “§5" «Noh” 99.9% of all other Gene-
lear his blood of | i¢ games place the Jump
The game play | command on Button C and
ut its lack of ./ the Fire commands on the
St g other buttons. For some
- and this time his Avs?tm e gry unfathomable reason Bart’s
may come true. o ;uhfh g A B Nightmare completely throws
chance to pass ¢ you off kilter by using Button
,}grade. Bartmustturninhis "W" 2 < 3 ; Ato Jump. Overall, the con-
 homework, but he HSN&P A trols are moderately respon-
sive, but those misaligned
buttons are a real hassle.
Bart bother is its

~ outthe window. Bart must.
retrieve them all, or suffer the - e W
humiliation of a big fat F!

; through six gorgeouslyi
 trated scenes, with action =

* final examination. But, with no
continues, weak controls, and
semi-fun game play, this one
won't be graduating magna
cum laude any time soon. &

$40.95 Act
Avallable August  One player




To rescue his kidnapped Dad, 38838160

Chuck’s got to leap his way up B
a mammoth free sinking in
lava, beat Big Bertha and
Fenny Fire Suit, duck flaming
lava rocks and escape a'crazy,
dive-bombing bird - what's he
so happy about?




Electronic Arts has
done the impossi-
ble. They've made gruesome
infantry combat silly. General
Chaos combines brain-squeez-
ing battlefield strategy, chal-
lenging squad tactics, and
real-time button-pressing
combat with humorous car-
toon graphics.

Genesis Game ProFile
General Chaos
(By Electronic Arts)
General Chaos is an entertain-
ing war game that doesn’t take

Chaos is still a challenge. Don’t
let the cartoony graphics fool
you, just enjoy them.

Gophics Sond  Conkl Fnfocky Crllenge

BEgE

40 brmesae

$49.95 War strategy

Four players

8megs
Avallable August
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The story line is simple. Two
cartoon countries are locked
in a bitter war. You play Gen-
eral Chaos, the Moronican

commander, as you fight Gen-

eral Havoc, the military
strongman of Viceria. Your
goal is to capture Viceria's
capital city. You can fight
three campaigns, each con-
sisting of 17 battlefields.
Sometimes battlefield skir-
mishes require you to destroy
a certain Special Objective,
such as an enemy aircraft or a
water supply.

PROTIP: If you must destroy a
Special Objective during a bat-
tle, move bazooka men, dyna-
‘mite bombers, and grenade
chuckers close to the objective.

Marching to Moronica

You're in the

Army Now

Chaos’s entertaining soldierin’
is...well, chaotic, and it forces
you to think fast. Battlefields
are laid out in a %-overhead
perspective on a single screen.
You use a handy cursor to
quickly position your troops
across the terrain as you fight
a running gun battle against
Havoc's dogfaces. You can
make all your troops fire their
weapons at once, but the CPU
selects the targets. Don't worry,
the solid controls manage the
wild on-screen activity like a
Marine drill sergeant

manr Spread out, Emups of
soldiers make easy targets.

Pm)ﬂP Try to calch anemy
troops in a cross fire,
Unless you use a two-man
Commando team, every skir-
mish is basically a five-on-five
firefight with Havoc's forces.

-Five-man Squads consist of

five types of soldiers (machine
gunners, bazooka men,
grenade throwers, dynamite
bombers, and guys with
flamethrowers) in various
combinations. Medics are also
on hand to repair battle dam-
age. The game’s artificial intel-
ligence keeps your organic
intelligence busy by remixing
its combos every time you
fight a skirmish.
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PROTIP: Use your Medics wisely.
If you outnumber the enemy,
you can afford to take a few
casualties and still win.

PROTIP: If you use Commandos
against the computer, you must
learn to hit and RUN! Use them
as a last resort.

If any of your soldiers get
100 close to an enemy, the
rest of the combatants pause
while the two slug it out
mano-a-mano. Your hand-to-
hand technique has good vari-
ety with high, medium, and
low punches, plus a kick and a
block. The controls in this
mode, however, are sluggish
but adequate.

Look Sharp, Soldier!
The graphics are cute and car-
toony. Considering all the car-
nage taking place on the
screen, Chaos still doesn’t
dish out the blood and guts.
The battlefield animation has
a manic yet comical style.
Chaos doesn't overwhelm
you with sounds. However,
the effects of the weapons are
sure to capture your ears.

It Takes Four to Tangle
Chaos's big claim-to-fame is its
three-and four-player modes,
which support EA's new 4-Way
Play adapter. The rambunc-
tious Rambo action during
multi-player clashes is a sure-
fire way to start a laugh riot.

Surrender to Chaos
General Chaos is an unusual,
entertaining war game. War is
hell, war is weird, war is fun. If
you let General Chaos invade
your Genesis, you just might
die laughing.



TAEGIT

Lace up r.cleatsignd challen@ne top ‘
soccer pri n‘lhe most excihng.spm;‘ls
compgtition lejon thie Game Gear
24 countrje tocla
Cuip. Only on

tun

ou'll get a kick out of the hottest
™ graphics and action ever on the
Game Gear.

Hotshot. .Get yn‘n’kﬁ(s on the [
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Goal Kicks, shuffle passes,
penalty Kicks, defensive
slides...d tal i  fuur-team

limination race for The Cup.

ink up with
a buddy for hot Ilaiy France, U.S.,

-to- Mexico... Select your squad
head:to:head from 24 of the most
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the globe.
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Ahoy there, matey!
Sid Meier (personal computer
game programmer par excel-
lence) is heading up the gang-
plank for his Genesis debut
with a new version of a Micro-
Prose classic, Pirates!

Buried Treasure
Slap Pirates! Gold into your
Genesis and set sail across
the Caribbean in search of
buried treasure and plunder:
It's the 16th century, and
you're a young swashbuckler
in search of fame and fortune
in the world’s most dangerous:
profession. Although there
may not be enough hard-core
hacking 'n’ slashing for some
gamers, this one-player graphic
adventure captures the thrill
and danger of being a pirate,
without the risk of scurvy.
Thar be three modes of play
in this beauty. During normal
game play, your goal is to
advance in rank and solve the
Ten Great Pirate Quests. As any
old salt of the sea can tell you,
your object is to retire with lots
of land, lots of money, and a

Genesis Game ProFile
Pirates! Gold

(By MicroProse)

“Yo ho, yo ho, a pirate’s life for
mel” You can have one, too, if
Yyou set sail with MicroProse’s
Genesis adaptation of Sid Meier’s
Pirates! The cart hoists many of
the features found in the original,
along with some video game-
style programming to help keep
it afloat.

Gaphics Swnd  Coool  Funfacor Glalenge

apialal

$69.95 Graphic adventure
8megs One player
Avalable now Battery save
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wife. The second mode is
Command A Famous Expedi-
tion. In these mini-scenarios,
you're a powerful.pirate-on a
quick quest. In Fight A Duel
Mode, you practice, what glse,
your duelingskills

Yotican Vary the scénarios
with a veritable treasure'trove
of challenging options. You
can change historical periods,
nationalities, difficulty‘levels;
and special abilities. The specil
abilities range fromithe mun-
dane (Gunhery and:Fencing
skills) to.the exotic, such as
Wit (the"ability to impress
Governors, crewmen,-and
young maidens).

IPROTIP, Wiien the Govemw

cmnﬁlm a sem*l mission iﬁr him,
e’ reward your handsomely.

A Pirate’s Life for You
When the game begins, you
Jjourney'across land doing:what
pirates do. In cities, you recruit
crew members, buy supplies,
charm the Governors (and their
daughters), and bank your gold
doubloons. Once you're at sea,
you search for other ships and
cities to attack to increase your
plunder. The Ten Great Pirate

Quests include standard swash-
buckling fare, such.as rescuing
kidnapped relatives and look-,
ing.for a bride: There's a great
deal of depth and complexity
t0 this'game, including a few
history lessons.

Attack an eneffiy naiih &%

at war with two other:

of the two allied nations=¥gu
might getfapd and promotions,
froqthath of them for helping-id
gefea®iieir common enemy.

xmember, your z;lz‘ima!ﬂ

fo Yourself, so don’t
ovetlook Pirate Amnesty. Ally
yourtself With fwo natiogs and;
attack their cammon enemy
natiori, Whelt yaii’ve reached @
Tigh-fank;sneak into one of the
enemy nation’s cities and pay for
Pirate Amnesty. Then, attack
Your former allies. In no time af
all, you'll have an even higher
ranking with your former enemy.

Those familiar with the

original Pirates! will notice a
few changes that may or may
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nations. Then, visit the gaverpges

not shiver their timbers. The
Genesis version has less text
and more animated graphic
interfaces than the original PC
game. The graphics, though,
have maintained a “PC feel”
thatll appeal to most players,
although the animations are
more limited than those found
in other action/adventure-style
role-playing games. Toe-tap-
ping sea'chanties add to the
ambiance; as do digitized
pirate voices.

The controls are simple, logi-
cal, and easy to learn. However,
maneuvering your boat at sea
and during combat is frustrat-
ing at first, You're apt to go left
when you'want to go right.

Dead Men Tell

No Tales

Adventurers who enjoy thought-
provoking gaming will get
hooked on plundering the
Caribbean in Pirates! Gold.
Those lacking patience for this
style of gaming will feel like
walking the plank. But, aye, a
visit to Davy Jones’ Locker may
be just what you need. [



TAKE COMMAND

OF
WAR MACHINE!

atisfy your appetite for CD fire-
power and climb aboard Robo Aleste.
The fully animated cinematic intro

and pulse-pounding digital soundtrack will
fuel your fire, but the enormous level
bosses and their devastating weaponry
will fire you up!

As the most decorated officer in
the White Fang Ninja Force, it's up
to you to command the infamous
Robo Aleste War Machine. Avenge
the barbarous wrath of the
savage warlords who have ravaged
your once supreme clan.

Come home
a hero...
or don’t come home at all!

T ——_ g —— e ————
Level Bosses abound! Battle the elements P Y Suoer weapon pick-ups
Some breathe fire, some and use your microwave i along the way give you
launch tornadoes...and dispersal beams to hose awesome firepower

some prefer to skewer down the Chugoku i3 including lash phasers,
their opponents with Warlords' deadly, g blooming flower grenades
double-edged Ninia

mation-sensitive electric and shuriken homing stars.
¥ 2

blades. centipedes.

SEGACD
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W You remember

Neandenhal with a big club.
Well, Chuck went forth and
multiplied,and begot Chuck
' Junior, a fine young specimen
of a cave baby. (J's taking a
few baby: steps in his first

+ video game, which features
some cool effects but lacks
Chuck Senior's more highly
evolved game play.

Chucking Around
Junior’s got a big problem.
Chuck Senior and his wife,
Ophelia, were parent-napped
by none other than the infa-
mous Brick Jagger, Waaaaahh-
- hhh. To save the 'rents, the
precocious cave crawler sets
forth in six multi-zone levels
of single-player, side-scrolling
action/adventure gaming

PROTIP; Climb on top of your club
o avoid rolling boulders in Part
Two of the Stone Age Suburbs.

Chuck Rock’s sired his first
sequel. Son of Chuck takes a
swing at Chuck Rock, but it
isn’t quite a solid chip off the
old block.

Gopics Sl Connl  Fnfocr Challenge

BIEBIE o

$59.99 Action/adventure
8megs One player
Available September

Chuck Rock, a small

 each of Junior’s three actions.
“He moves from one end of a

PROTIP: Bash the boss at the
end of the Wacky Waterfall
Stage by swinging your clulby

he throws at you back at him.

- Being a baby andall,
Chuck Junior’s justa little tyke
still in diapers. He toddles
along through dinosaur-
infested prehistoric land-
scapes, defending himself in

 the time-honored caveman
. tradition = witha club!

Don’t Cry Over

Spilt Milk

Son of Chuck's-game play.is
simple - perhaps even some-
what prehistoric. Chuckie can
jump, swing his club to bash
attackers, and climb on top of
it toavoid dangerous obsta-
cles. The controls are as simple
as the A, B, C's - one button for

level to the other; hopping over:
obstacles, bashing enemies; .
and grabbing power-ups. The
problem s the lack of items to
find in each area. Plus, once
'youlve found them;crawling
across the same landscape one
more time makes you ready for
naptime.

 GAMEPRO o

* The graphics in Chuck Rock’s

" aren't quite as vivid (in colot

September "“

PROTIP: To roll Safely across
the flames in the Lively Lava,
Juinp on top of the boulder,

then turn and face the opposite -

way of the direction you want
o move. Press Left or Right fo

~ walk; and you’ll' roll to safety
- on the boulder.

and knocking the little creatures

The little quy lives and dies
by the damage system: After
taking a certain number of
hits, he loses a life. Awwwww,

*his damage meter is 500000

cuuuute. It’s a big baby bottle
filled'with milk. Each time CJ
takes a hit, some milk drains
out. When the milk’s | gone

so's Chuckie.

Graphics and Sound:
Chuckie’s in Love

irst video game progeny

or animation) as s the original.
The sprites are smaller -during
most of the game, but th

backgrounds are lush.and
include original prehistos
of

features some very cool
ffects, like extremelylarge”
otating and scaling sprites.

Soundw' e,&h knes lul

bies won't make the ¢

ids...better in somgways J
than their parent, not as good

side. It won't challenge
lved gamers. &



Tap Into a 4-Player Quest

Grab your Sega 4-Player
‘TAP." Gauntlet™ IV has

arrived...and this
time, you'd better
bring your friends!

SEER

you can turn agéinst
your friends in a winner-take-all
battle royal!

Gauntlet™ IV has arrived. Tap
into the 4-player quest...and
bring your friends!

b = =
TENGEN
b on ey
G e L
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Choose your path carefully—
that door could be the last
you ever open. Boo!



Harley? That's the basic
premise of Ranger X, Sega’s
new side-scrolling shooter for
the Genesis. Firing your
weapons while riding a motor-
cycle may seem a little awk-
ward at first (like riding a bike
for the first time without train-
ing wheels), but the unique
graphics and stylish back-
grounds will soon have you
playing in high gear.

Shoot Happens
This one-player shooter has
more to it than meets the eye.
You are Ranger X, a rootin’,
tootin’, motor-scootin; missile-
shootin’ soldier who's trying
to protect everyone from the
clutches of evil. It's a tough
job, but this ranger is up to it.
There's a great selection of
weapons and targets in these
multi-scrolling levels. You begin
with two special weapons (@
flamethrower and a ground
bomb) to blast away at airborne,
missile-throwing, mechanical
monsters, as well as fearsome
fighter jets and huge bosses.
You'll also find more special
weapons along the way. You

Genesis Game ProFile

Ranger X
@y Sega)

This single-player shoot-em-up
has dual shooting and bike-
riding action, making it one of
the most unusual shooters in a
while. If you don’t get motion
sickness, you'll like this one.

Gopics  Swund Gonol _ FnFackr_Crallenge

[

Shooter

Price not available
8megs. One player

Available now

can shoot forward and back-
ward. Although the two-way
control setup is vexing at first,
you'll get used to it in no time.

e— s .
PROTIP: To down the Level One
Boss you must hit his weak spots,
Go for the head first, then the
legs. When the Boss falls, hit the
cockpit. That should do the trick.

PROTIP: To let the light in, you
must hit certain rock outcrop-
pings in caves. The light serves
two purposes: It kills those
squiggly little rock monsters
Yyou come across in this level,
and it powers your weapons
back to full strength.

Your armor is equipped
with a jetpack, and you can
ride through the levels on your
Ex-Up (a mechanized two-wheel
version of Roy Rogers’ horse,
Trigger). This steel steed follows
you wherever you go and pro-
vides you with much-needed
back-up firepower.

This game is tough! The air-
borne assault is relentless, and
there’s no rest for the ground
forces, either. You'll find your-
self taking hits from everything,
including seemingly harmless
rocks. The metal mugging you
take is nothing short of criminal.
Thankfully there are power-up
stations where you can restore
your life and weapon bars back
to full strength.

GEAMEPRD o

PROTIP: In Level 3, youw’ll come
across seven jets that swoop
out of hangars. The fastest way
to get rid of them is to make
them chase you to the right of
the screen, then use the Wave
Beam to destroy them,

PROTIP: Jump above the Beam
that the Level 3 Boss fires at
you, then quickly land, fire, and
Jjump again, Patience goes a
long way here.

The Full Ranger of
Colors & Sound

Your armored eyes will take in
a flood of colors in this bright-

ly animated, well-drawn game.

Every explosion is an outburst
of color, and the main sprite
moves quickly and flawlessly.
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There is some slowdown
around the bosses, but nothing
worth getting your armor all wet
about. The backgrounds include
a forest, a post-apocalyptic
wasteland, a military hangar,
and a strange alien cavern.

The music is typical of shoot-
ing games, and the sounds of
explosions rip through the
speakers loudly and proudly.

Could it be...a Forest Ranger?

Home on the Ranger
Ranger X will keep you occu-
pied for hours on end, as you
try to figure out where to take
your metal man next. Although
the action is intense, a quick
thumb, good eyes, and steady
nerves should take you through
until the end. The unique dual
action of flying and riding a
motorcycle gives this game a
step up over other shooters.
Take the Ranger for a spin, and
cash in on the X-citement. &




GET A GRIP!

Wanna go pro? Prepare to do some smashin’, some servin’ and a whole lotta slammin’—
in the hottest split-screen tennis game on the video-game market.

Develop a wicked backhand against the automatic serving machine in Training Mode.
Then serve and volley against the world’s best in a country-wide run for the Davis Cup™—
the most coveted prize in all of tennis. Or live the life of an international tennis star
and smash your way to the big bucks...and the world championship.

Come on, Ace. It's your serve-Get A Grip!
Featuring:
¢ Only tennis game with 2-Player split-screen action.
» Complete support of Sega’s new six-button controller.
* Four playing surfaces—clay court, hard court, indoor
and grass.
* Total ball control—from top-spin to drop shots to
overhead smashes.
o Training, Exhibition, Davis Cup™ and
Championship play modes.

52 DAVIS CUP

T Eac e NeadliNe s ol S

Keep em in "love” with your turbo-
powered slams, surface-searing seroes
and ball-busting backhands.

Be a king on any court: Indoor, grass,
hard court..or scuff up the red fop in
some tread-svearing clay play.

ormciy

SEGA

B tior
QunLiTy S
@

"

Take on the top seeds, or grab a buddy

and volley for the Davis Cup™ as the

hattest dotbles teantin the world.
e
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Need some great
shootin’ action to
ease your way back into the
school routine? Spend your
last days of summer flying the
Halbard fighter of BioMetal,
Activision’s thrilling new side-
scrolling shooter. With great
graphics, challenge, and
sound, SNES shooters have
rarely had it so good.

Pedal to the BioMeial
Beginners beware: This game’s
not for the weak of thumb. Bio-
Metal is a top-notch one-player
cart that takes you through five
challenging stages of airborne

jr—’r_)

[P S5
N/ ,,J ru_a- «-"’_,-’::J’ mies at you. It's hard to appre-

This intense side-scrolling
shooter is enhanced by a puls-
ing soundtrack from the rap
group 2 Unlimited. Dozens of
Imaginative enemies make Bio-
Metal a fast-pace challenge for
advanced players.

Gophcs  Sond Conrol _Funfacr Challenge

Blede

$59.95 Shoat-em-up
8megs One player
Avallable October

42

'z

JJE/fij" :

¢z’

the freeway at rush hour. At
times, it simultaneously

5% throws almost two-dozen ene-

et. Your enemies are the
bizarre cyborgs of the BioMetal
race, and they're not easy to
kill. These strange, twisted
forms swoop in from all direc-
tions, firing incessantly and fill-
ing the screen with danger.
The huge bosses are genuine
thumb-busters.

To battle the metallic foes,
your ship is armed with for-
ward-firing missiles. As you
blow up enemies, you easily
pick up Shields, Bombs, and
backward-firing

combat on a colorful alien plan-

ciate the imaginative graphic
detail when you're immediate-
ly distracted by the next
two or three villains.
Occasional slowdown
testifies to the chal-
lenging, sometimes
distracting, congestion.
A dynamic sound-
track by the rap group
2 Unlimited adds to the
impact. Music is often a
distraction in a fast-pace
shooter, but here the dri-
ving rhythms only heighten
the intensity. This is one game
where you won't want to turn
the music off, only UP.

PROTIP: In Stage 2, ﬂns snaky
alien will wrap around you if
Yyou head for the upper-left cor-
ner of the screen.

The Shields are particularly
effective, because they can
also be thrown as devastating
offensive weapons.

L
Boss, deﬂecf its shots with your
Shield, then fire your missiles at
its head. The Boss can’t hit you
if you stay in the top-left comer
of the screen.

BioCongestion

If you're an advanced space
Jjockey, you'll really have to
come ‘out firing in BioMetal.
The screen gets busier than

GAMEPRD o

PROTIP: Throw your ShIEIds m
knock out Stage 2’s mid-level
boss.

Prince of Thunder

As good as the graphics are,
they're not perfect. For
instance, Stage 1 is merely a
solid bank of steel-grey
clouds. What's more, the
graphics seem similar to those
in other shoot-em-up games,
namely Lightening Force for
the Genesis. (There’s even one
of those inside-the-alien-world
levels that we've seen before.)
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Control is yet another trou-
blesome area. It takes one but-
ton to shoot, another to raise
the Shield, one more to elon-
gate the Shield, and still anoth-
er to throw your Shield. Face
it, in a shooter you just want
to shoot as quickly and as eas-
ily as possible - no more, no
less. This is one game that
could use some help from a
turbo controller.

PROTIP: Beat the Stage 3 Boss
by staying centered in its line of
fire. If you go up or down, it'll. .
throw extra missiles at you.
PROTIP: Avoid the pillars in Stage
4. If you linger behind them,
Yyou'll be vulnerable and won’t be
able to see your fighter.

PROTIP: Use your Shields
against the Stage 4 Boss. Only
its head is vuinerable.

mmsmlymvfm
nerable targets on the Stage 6
Boss.

BioGold

Despite these quibbles, Bio-
Metal is still one of the year's
best, and hardest, SNES shoot-
ers. If BioMetal isn’t quite
Lords of Thunder, it’s still a
Prince of Thunder. There’s a
lot to like in this BioBlast. K
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yourself into Ameri-
ca's hottest fighter, the F-15
Strike Eagle. MicroProse has
just brought the smash PC
title to the Sega Genesis, and
it's a winner. This cart is

F-
a

loaded with intense dogfights,
great sound, cool action, and
groovin’ graphics. Climb on
board and prepare to go head-
to-head with some of the
world's deadliest jet fighters.

Wimps Need Not

This one-player flight simula-
tor puts you in the cockpit of
the awesome F-15 Strike Eagle
aircraft. The game offers six
intense combat missions that
you can fly on any of the

Genesis Game ProFile

F-15 Strike Eagle Il
By MicroProse

F-15 Strike Eagle Il Is a solid PC

sim cartridge to date. If you've
been waiting to take a super-
sonic ride, this is your chance.

[
Flight Simulator
One player

8megs.
Available now

GENESIS PMREIIIEW

game’s four difficulty levels -
Rookie, Pilot, Veteran, or Ace.
You fly from Libya (the easiest
mission) to Europe (the hairi-
est). Each mission has specific
targets that must be
destroyed, such as Enemy
Camps, Radar Sites and Patrol

Filke
le ll

Boats. Success earns you pro-
motions and medals. Failure
grounds you behind a desk, if
you're lucky, and sticks you in
a permanent holding pattern
six feet under if you're not.

PROTIP: When you em:aulm;r
several enemy fighters at once,
use your target selector to iden-
tify some of the tougher fighters,
such as the MiG-29 and the Su-
27, Destroy them first. It'll make
Yyour day a little easier.

PROTIP: Watch your tail at all
times, especially when you’re
about to attack a ground target.

GAMEPRD o

PROTIP: The enemy has a spy in
the sky called the IL-76 Main-
stay, which Is an airborne radar

unit that directs enemy fighters
1o you. As soon as this guy
shows up on your screen, aim a
missile and fake him out.

Your F-15 is armed to the
teeth with Sidewinder,
AMRAAM, and Maverick Mis-
siles, as well as a 20mm Vul-
can Cannon for close combat.
You'll fight some hot enemy
Jets, but don't be surprised if
you encounter an American
aircraft, such as the F-5 Tiger
or the F-4 Phantom, with an
enemy designation. If you do,
don't hesitate to shoot.

PROTIP: If you find yourself low
on weapons and fuel after an
intense dogfight, access your
map o pinpoint the nearest
friendly base. Land there to get
fresh supplies and repair any
damage to your aircraft,

PROTIP: Watch your fuel gauge
when you use your Afterburn-
ers, Afterburners consume a lot
of fuel, and you wouldn’t want
to run out on your way home.

A Screaming Eagle
Strike Eagle’s polygon-based
graphics are definitely above
average. The pix of the air-
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craft’s targets are particularly
sharp. Among them you see
detailed SAMs, Radar Sites, and
Patrol Boats. Most aircraft are
accurately represented, with
the exception of the American
F-18 Hornet. The scrolling is a
bit choppy, but you can smooth
it out by reducing the graphic
detail. Of course, the trade-off
is a pixelated display.

Overall, Strike Eagle’s
sounds are good. You hear
satisfactory effects that range
from launching missiles to
exploding targets. In addition,
the music scores are catchy,
varying from somber in
between missions to absolute-
ly adrenaline-pumping when
you're flying your Eagle. You
can also turn sound and music
off, should you want to hum
“Into the Wild Blue Yonder.”

PRO you have trou lble
landing your Eagle, turn on your
Autopilot for a picture-perfect
landing.

Total Control

The aircraft's controls are fairly
easy to master. Even at super-
sonic speeds, you control every-
thing on your fighter, with the
exception of yaw and pitch
rates (attack angles based on
your aircraft’s vertical and hori-
zontal axes). Just the same,
quick wits and reflexes, plus the
ability to keep cool under pres-
sure, are essential for survival.

Soar with the Eagles
F-15 Strike Eagle Il is a chal-
lenging game that will make
your palms sweat and turn
your knuckles white. Put on
your Genesis flight suit and
come soar with the Eagles, if
you dare. [



PLAY THE GREATEST ADV

FROM A WHOLE
NEW PERSPECTIVE!

This is first-person,

in-your-face,
eyeball-to-eyeball,
full-motion 3-D
action like
you've never
experienced
before.

If the movie shook you, Jurassic Park
for the Super NES will rip you apart.

aceam!

Ocean of America, Inc.
1855 O'Toole Avenue
San Jose, CA 95131
408-954-0201
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ENTURE OF ALL TIME...

If you thought the movie was hot... Hey Dr. Grant! Never underestimate
Wait until the razor-sharp intensity of your opponent... Especially when
full-motion 3-D graphics gets a hold hes 20 feet tall and weighs over

of you! seven tons.

o 555 i Com B

¥ RS

2817 Fb

Meet your chefs... The Raptor slices No more plain polygons.or simple
and dices you, while the Spitter waits two-dimensional sprites! Ocean's
to baste you in his venomous exclusive, technically advanced

marinade. graphics engines deliver REAL 3-D

dinosaurs in a solid, dynamic and
fully interactive universe.

NOW AVAILABLE FOR

Triceratops is heading your way!
Restore island security and re-arm the
voltage gates. Remember: the only
good dinosaur is a fried dinosaur.

ALSO AVAILABLE FOR

[Nintendo]
; anNo GAME BOY .

A 4 VPO § YN ¢
trademarks of Nintendo %ﬂenca Ing.\® 1993 Nintendo (yl\mevicé Jnc..
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/7 There’s an awe-
some shooter in
town, and it's being show-
cased on the Sega CD. Robo
Aleste by Tengen is a hard-
shootin’, high-flyin’ treat for
your eyes and ears, although
your ears definitely get the
better show.

PROTIP; Take down the first
level boss with guided missiles.
Stay on either side of him and
use the missiles when he shoots
below you.

Straight Shooter

Robo Aleste is a one-player
overhead-view shooter with a
theme that mixes ancient
Japanese warriors with futuris-
tic killing machines. You play as
Kage, the pilot of a flying suit
of armor named Aleste. Your
ultimate goal is to do battle
against ancient feudal warlords
who want to knock you, boots
and all, into another dimension.
To fulfill their evil designs,
they've enlisted the help of vari-
ous bosses, trying to put some
dents in your armor.

Sega CD Game ProFile

Roho Aleste

By Tengen

The Sega CD is jammin’ with a
new shooter called Robo
Aleste. You'll bust a thumb
keeping up with the intense
action, and youw’ll bust a move
listening to the fantastic audio
output on this CD. Robo Aleste
rocks and rolls!

Gopics  Sound _ Conrol _ FunfacrChallenge

$40.95
Available September  Unlimited continues

W:mtrﬂlnlnmmhﬂ
level can easily be defeated
with the powered-up blue laser.

color globes.) Aim for the train’s
body guns.

This multi-stage shooter
will fly you into the cavernous
depths of the world, along a
wintery railroad track, through
forests and seas, and eventu-
ally to a showdown with the
evil Astaros. Along the way,
you'll find yourself bombarded
by Astaros'’s army, which
includes flying warships, a
machine gun train, flying tiles,
and robot monsters.

Luckily, weapon power-ups
lie everywhere for the Aleste to
pick up. You can fire regular
shots, Thunderbolt Rays, Flying

Shadow Formations, Exploding
Flowers, and even Ninja Stars.
Each color-coded weapon can be
powered up three times by pick-
ing up corresponding-colored
globes that picture the weapon.
The weapons are selected auto-
matically for you, which adds to
the ease of the controls.

PROTIP: Watch the Level 5 Boss
while it’s getting ready to shoot.
I its

sides light up, move toward the
middle of the screen and either
below or above the Boss.

Beauly and the Beats
Robo Aleste features great
graphics and sound. The
action is fast and well ani-
mated. There are no signs of
slowdown or flicker, even
though the screen is com-
pletely filled with enemies at
times. Some of the bosses are
standard bio-mechanical fare,
but they're livin’ large and do
take up much of the screen.
Just before you reach Astaros,
you even get great cinematic
animation and speech .
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The music in this CD is a joy
for the ears. There are pulse-
poppin’ rhythms and some
fresh, boo-ya back beats. You
probably won't hear music this
good anywhere else but on the
Sega CD.

o 3BHR

PROTIP: Stay just to the right or
1o the left of these laser-spew-
ing knights, then fire away.

v
-

g W W P A

Is it an avalanche? There’s snow
doubt about it.

You're Under Aleste
Robo Aleste is a straightfor-
ward shooting game with an
awesome soundtrack and
great graphics. Although you
may be daunted at first by its
formidable challenge, its
unlimited continues should
help you to victory.

If you like shooters, and
you like Japanese-style anima-
tion, you'll flip for Robo Aleste.
It's the coolest thing burning
up the Sega CD right now. &
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cockpit of the AH-3
and experience a
first-person view of helicopter
combat simulation. JVC's new
Sega CD game has single-
player arcade-style action,
smooth movement, and sharp
graphics. This disc looks
ready to soar!

With the assistance of radar
and a copilot (whose digitized
voice has a great static sound),
Firehawk pilots will fly their
choppers through 10 seek-and-
destroy missions over land and
sea. You'll be able to get a 360-
degree look at some of the
most realistic terrain ever seen
in a game. International hot
spots are the targets, including
Middle Eastern deserts and
South American jungles.

You use your instruments
and controls to guide your heli-
copter across quick-scrolling
enemy territory. Your chop-
per’s controls are basic: Push
forward or back, rotate left or
right, change altitude, and fire
machine guns or missiles.

A special Info Mode enables
you to study enemy targets
before you begin your mis-
sions. When you discover an
enemy target, lock on and blow
it away with missiles or
machine gun fire. Sounds sim-
ple, but enemy aircraft are try-
ing to blow you out of the sky.
If you return home safely, you'll
be awarded a purple heart. [

By VC
Available October

: om indicates
When there are byjjey holes in = —
Your windshiejq ang Your controy

Panel goes blank, you're done for,

ur command S|
|vr‘:heﬂ you've focked
target. Fire!

Mission complete! = :

- When yo, si

=, Your target sight i
“Locked,” firg 1o di glnzm

alching her sink gives you @ Z
enemy vehicje, Y

feeling of satisfaction.

Destroy this enemy convoy fo cut
their supply liné.
he‘s beakr g up! She’s

breaking up!

Check yog e
Your vigy =
the terrajp l,%w-‘”een 0 suryg oy

[

red, by e
h, but there’s
enemy chopper on Your tajl, o

Target destroy,
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Finally you can answer that question. With the National
Championship Toumament in Bill Walsh College Football”
Its the game that lets you pit the best 24 teams from '92 against each other.
Like A]abama M1am1 Washmgfon FHlorida, M1ch1gan Stanford, Georgia. And see
z 7 whosina
& Class by itself
Bill Walsh
captures the character of the
" college game. The triple
opuon wishbone, and 2-] pomt conversion. College rules, formations, and schemes. The
wide-open gameplay. The speed of the South, power of the Midwest, finesse [/a
of the West. Classic rivalries. Rabid fans. Cheerleaders. Its all there.
You can even settle the question of who's the best college team of all time.
Because the game also includes the top 24 greatest teams since the '70s.
Teams like Alabama 78, Pittsburgh ‘80, Nebraska ‘83,
Aubum 83, Oklahoma '85,and Colorado '90.
Only from EA SPORTS. 4-Way Play™ lets four players
compete at the same time: 2on 2, 3on 1 or 4 against

the computer. Perfect for tournament play. Call
1-800- 245-4525 to order yours for only $29.95.




. Stanford coach has
| scripted a variety of

Run all the classic college plays.

Like a highstepping tailback behind a wall
of student body blocking.

The action’s never been more in your face.
Reverse angle replay and panning stadium
cams deliver a closer view of the field. So the
' players are bigger; the hits more intense.

Call (800) 245-4525 anytime. And choose
the number one team in college football.

oASPORTS

Ifit's in the game, it’s in the game.™

Its a much faster game with one-step
play calling. You can also bluff plays
and set your own audibles. g

this game, Bill Walsh
has definitely done his
homework. The famed

gameplans. So you have
the best line of attack to kick-
off the game. Bills also
scouted all the teams. o
Giving youa gold mine of
insider information and
teamn tendencies.

Its the fastest, most
explosive football yet. o
Bluff your plays. Set ol et
your own audibles. b S o7
Maketherightcallsand _ zwil™ %1%

you could wind up #1 M
inthe ranklngs after the National

Now the hits are bigger than ever.
Ifyou turtle the running back,
4 he stays on his back.

EASPORTS, Electronic Arts Bll Waish
College Football 4-Way Play and 115 nthe
game. 3 nthe game'are racamaris

of lectronic Ars Licensed for Sega

rademarks of Sega Enterprises Lt



13, 1993, is finally near. In
case you've just crawled
out of a hole, that's the day
that gamers everywhere
have been waiting for.
Why? Because that's when
Mortal Kombat arrives for
the Super Nintendo, the
Genesis, the Game Gear,
and the Game Boy. Here's
our rundown on all the
carts, complete with a look
at those all-important Fatali-
ty...er, Finishing Moves.

Mortal Monday, September |

By Scary Lamy

# When Mortal

\,i Kombat makes its

~ four-system debut,
gamers are gonna notice right
away that the SNES version
has the graphics the closest to
the arcade classic, but they’re
missing one crucial element:
the blood! Still, there’s a lot to
like about this cart, and it does
have one or two advantages
over the Genesis version.

Fight for Your Life

Mortal Kombat for the SNES is a
one- or two-player beat-em-up

that allows you to battle as one
of seven fighters. You choose

SNES Game ProFile

Mortal Kombat
(By Acclaim)

Finally, a game that could put
other Fighters out on the Street.
Despite some control glitches
and the altered Fatality Moves,
Mortal Kombat for the SNES is
a great representation of an
arcade classic that will more
than satisfy most gamers.

Gophics  Sond  Conl  FFackr Challnge

5 BlE)e m.

hipsalle

Price unavallable
Avalable September
tem-up

Two players
Unlimited continues

your character, and then chal-
lenge the other six characters
to a test of skill and strength.
Endure the test and you're pit-
ted against the master of all
this mayhem, Shang Tsung...
that is, if you get past his
multi-limbed henchman, Goro.
You'll fight through six
regular matches and a Mirror
Match and three endurance
matches (each match is a best
of two-out-of-three), where
you have to sequentially fight
not one, but two Kombat
killers. When you win the final
round, the screen will com-
mand, “Finish Him!" This
means you must end the life
of your opponent with a Finish-
ing Move (Fatalities in the
arcades). Each fighter has their
own unique Finishing Move.
Three of the arcade moves
were left intact in‘the SNES
version (for Sonya, Liu Kang,
and Scorpion), but four of the
more gruesome scenes were

_substituted with new Finishing

‘Moves(for Sub-Zero, Kano,
johnny Cagej.and Rayden).
J moyes are pretty
ugh not as bloody.

GAMEPRD « Sentohig
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You didn’t think Johnny was a
classic rock fan? Watch him slide
into the family stones.
You won't be left in the dark
against these agents of death.
Although some of the individual
techniques vary, the majority
of the arcade moves are found
in the SNES version, including
the combos and other hidden
secrets. Also at your disposal
are a number of special moves,
projectile weapons, and classic
hand-to-hand combat skills.
You can use Sub-Zero's Freeze
to turn opponents into blocks.
of ice, or Johnny Cage’s Shad-

ow Kick to split him intotwo

fighters and deliver a deadly
blow. It's all in a day’s work
for the Mortal Kombat krew.
Bruisers beware, though,
because'getting the fighters to
all off their moves is

~ as the fighters. You can battle
~ infront of the palace gates, atop

a cavernous pit (complete with
life-ending spikes at the bot-

tom), in front of a statuesque
lineup of martial arts masters,
and more.

The new skid in town.
Looks Can Kill

The graphics in the SNES
Mortal Kombat are cleaner,
better defined, and closer to
the original arcade game’s
than those found in the other
versions. The digitized fight-
ers look better here because
of the SNES's enormous color
palette, an advantage it has
over the Genesis. But without
the blood, something is lack-
ing. The fighters also move
slightly slower than they do in
the Genesis version.

The sound in the SNES ver-
sion is also slightly better than
that found in the other versions.
The commentator announces
each fighter by name, every
blow rocks your TV speakers,
and ‘each groan and scream is
crystal clear.




| think Jullus Caesar said it best

when he said “Ouch! Ouch! OUCH!” :

The Khoice Is Yours
The SNES version of Mortal
Kombat whips up more chal-
lenge than any of the other
versions. Like the Genesis,
there are five difficulty settings
(Very Easy, Easy, Medium,
Hard, Very Hard), but the Medi-
um setting on the SNES is
much harder than the Medium
setting on the Genesis. The
SNES version also enables you
to set a game mode (Normal or
Hand-to-Hand, where no
weapons are allowed), handi-
cap player one or two by
increasing or decreasing the
amount of damage taken from
a fighter, and reconfigure the
button settings. This version
also offers unlimited continues.

Despite the new Finishing
Moves and some control prob-
lems, this version of Mortal
Kombat looks good and is a
lot of fun. Read on for the run-
down on.some of the game’s
great moves.

The Moves:
Trimming Down

the Violence

The battle to curb the more
violent aspects of Mortal
Kombat for the SNES is old
hat by now. As you can see
from the following pictures,
though, the game play and
the graphics didn't suffer too
much under Nintendo's
watchful eye. So what if the «
blood is grey instead of red?
What's the big deal? We think
you'll be impressed by the
other aspects of this game.

You'll feel a certain electri-
city whenever you're around
Rayden.

You can blast some bolts with
this Rayden kilowatt killer. Press

Away, Down, Toward, and B.

Get with the disappearing act by
pressing Down and then Up on
your control pad. You’ll end up
behind your opponent, where you
can deliver the goods.

FINISHING MOVE

Press Toward, Away, Away, Away,
and then hit Button Y. You'll elec-
trocute a foe Into a
Pile of dust. Ouchl

JOHNNY CAGE

Johnny thinks fighting is the
coolest thing since, well...
since himself.

Roll, roll, roll your fist into an
unsuspecting opponent by press-
ing R and making a circle starting
from the top of the controller pad
Toward an opponent.

enemy by pressing Away and
Toward on your directional pad,
then press R.

FINISHING MOVE

‘Move Away from an opponent
then press Toward and hit B to
shoot a ball of deadly green fire
at an opponent.

Shadow Kick

Did you ever want to be in two
Pplaces at once? You can do it with
this split-kick maneuver by moving
Away, Toward, and pressing A.

FINISHING MOVE

You can land a kick right through a
Pplayer’s torso by pushing Toward
three times, then hitting Y.




LIU KANG

Liu Kang is a martial arts
maniac who enjoys the color
of red a little too much.

¥ 30000,

To fly through the air and land
some toes on target, hit Toward
two times, then X.

FINISHING MOVE

SCORPION

= .
To send a cold message that'll

Ppenetrate an opponent’s

go Away, Down, Toward, and
hit B. With this move, you’ll stop
enemies in their tracks.

Slide

attached to it and drag an oppo-
nent to your side of the screen by
pressing Away, Away, and B.

Away, and Y.

FINISHING MOVE

GAMEPRD < Septem

SONYA

3\

This femme fatale will put
the squeeze on your
P L]
to be romantic!

Throw some deadly rings
by pressing B, Away, and B again.

Scissor Grab

Flip into a handstand, then grab
foes with your legs and slam
them into the ground. Do this by
pressing Down, then simultane-
ously hold Buttons B, A, and R.
Aerobic training is a great thing
to have, isn't it?

FINISHING MOVE

2888500

SONYR WINS




Are you a Sega-maniac? Or an SNES success? Would you Quicl y
rather duke it out in the street? Or at an altitude of 30,000 feet? 47473 Seabridge Drive, Fremont, CA 9453;

No matter how you play the game—or what games you play—
QuickShot is behind you all the way. With a full lineup of
‘high-quality joysticks, arcade-style controllers, and thumb-
control pads. And the be rices anywhere.

So look for QuickShot wherever your favorite videogame prod- 5
ucts are sold. And in the hands of value-wise gamers i It’s how you play the game.

WE'RE ON )\ (1]!:&]])]1
NO MATTER WHICERID B (ollg:{J R

SEGA GENESIS® SYSTEMS

ickShot Technology, Inc. A Member of Tomei Group,
38

STARFIGHTER™
Q5181

More thumbs-on g % Fast fun for

excitement! | iz ¢ 4 thumb people!

INVADER 3™
Q5183

Take on the toughest * . Blast the competition
contenders with with high-speed

turbo-ease. \ turbo power.

PYTHON 3™
Qs135

Get a grip on s \ T The only SNES
the action with & e controller for

cutting-edge control. \ s > & Joystick fanatics.

MAVERICK 3™
Qs162

Get powerful arcade- = & ) Deliver your best
style performance— 5 & g shots with arcade

to go! ; % accuracy.

CONQUEROR 3™
Q5185

This programmable ] “ o 3 Program and
controller remembers | 4 Dplay back your best

your moves. 3 : action sequences.

QuickShot is a registered trademark, and Starfighter, Invader, Python, Maverick, Conqueror, and Supercon are trodent Qe A NI BT AN NN R R el tered trademarks of heir respy




Mortal Mayhem
Mortal Kombat for the Genesis
is a one- or two-player side-
scrolling beat-em-up. As in the
original arcade game, you
play as one of seven digitized
players - Kano, Johnny Cage,
Sonya, Liu Kang, Sub-Zero,
Scorpion, and Rayden. Each
fighter has unique moves,
super moves, Finishing Moves,
and combos. In a three-match
free-for-all, you fight each of
the other six fighters, then you
fight against yourself in a Mir-
ror Match. You then fight three
endurance matches, where you
~battle two fighters in one
_match. Ultimately, you

(Genesis Game ProFile

Mortal Kombat
(By Acclaim)

Price unavailable
Available September
Beat-em-up

Two players
Limited continues

slug your way to Shang Tsung
in an immortal combat. To get
there, though, you must get
past Shang Tsung'’s heavy-
handed henchman, Coro.

they don't match the orlglnal
arcade backgrounds as closely

as the SNB version's do. You

GAMEPRD o

1

Sub-Zero's Freeze, Sonya's Ring
Toss, Liu Kang's Fireball, and
other mortal moves.

Overall, the easy-to-use
Genesis controls make some
of the moves easier to pull off
than pulling them off in the
SNES version, but other moves
are just as difficult to execute
in both Versions. The game was
developed for the three-button
controller, which means you'll
‘need to use Start to block.

you can bust a Finishing e
the piéce de résistance of Monal
Kombat. There are two play
modes in the Genesis cart. In

cade (Sub-

This can be awkward ands .

wel Iustrated as they arein :
the arcade game.

=7 Red Is Your Color

The graphics in Mortal Kombat
for the Cenesis are very good,
although the SNES's graphics
are sharper and cleaner. Even
50, purists may prefer this ver-
sion with its Mode A option.

Although the Genesis music
is definitely better, the sound
quality is higher on the SNES,
including more (and better)
sound effects. The Genesis
version also doesn’t announce
the fighters, nor does it relay
the bone-crunching hits in full
symphonic detail.

Up for the Khallenge?
Challenge-wise, you may have
ty to Hard if




Hey, hey, hey...this s the non-
smoking section, buddy!

Great graphics, sound,
and control in combination
with the special Mode A set-
ting make the Genesis Mortal
Kombat a beat-em-up force.
Genesis gamers will be more
than happy with their version
of the arcade classic. Until
Street Fighter Il makes its
appearance on the Genesis
scene, Mortal Kombat's clearly
the king of the Genesis beat-
em-up hill.

The Moves

Trimming Down
the Violence
Forget about it! With the
inclusion of a Mortal Kode
(Mode A), gamers can
experience arcade play.
Pull all of the original

| arcade Finishing Moves by
hitting Buttons A, B, A,
G, A, B, and B during the
screen that reads “Codes
of Honor.”

RAYDEN JOHNNY CAGE

f

Plug in and power up with
this engineer of electrical
death!

Throw some flamboyant green fire
at an enemy by pressing Away,
Toward, and A

Spilit Punch

nﬂllllem P
and toss some voltage their way,
push Down, Toward, and A.

Superman

Make like the man of steel and fiy
right Into an opponent by pressing
Away, Away, and Toward,
FINISHING MOVE Play the blades by holding Start,

— = then pushing Away and Toward.
You'll send a gruesome memento
of your metallic heritage.

EINISHING MOVE

Mfmd,‘my,lwny,lmy,

and then hit A. Make sure to stand

close to your opponent when you mnammmtmum
‘begin this move.




LIU KANG

This menace to society
wants one thing more than
| anything else - to be the
| reigning Kombat Killer.

Nothing gets in the way of Kang’s
fatal fire storm. Pull it off by press-
ling Toward, Toward, and A.

Flying Kick

&
Fiy like a lightning flash to land a
killing kick by hitting Toward two
times, then hitting B.

FIIIISHING MﬂIIE

Is lethal nonetheless. To do a Heli-
copter Spin Kick followed by an
Uppercut, begin at the top of your
control pad and make a complete
gircle Toward a foe.

Do this toppling tango by slip slid-
ing Away, and pressing B and C
simultaneously.

FINISHING MOVE

- |
The deadly insect he’s
named after won’t even get
near this cold-blooded, ven-
omous killer.

you to hit Away, Away, and A.
Scorpion will send out a dagger
and rope to yank you to his side
of the arena.

You'll find out what a hothead

SONYA

»
- p
¥
S &
Sonya is sleek, sensual...and
sadistic. Don’t get too close,

or you'll regret it.

Shoot rings of pure energy at a
foe by holding A, moving Away,
and then releasing A.

Square Wave Flight

punch
Toward, Away, and A.
FINISHING MOVE

pushing Toward, Toward, Away,
Away, and Start.




Lone AGO, ON THE ENCHANTED ISLE OF
AKRILLIC, IN THE LAND OF POLY-ESTA,
CHAOS REIGNED. THE MANY STRANGE
INHABITANTS FOUGHT CONSTANTLY...

2 ¢ —

AN OLD WIZARD, PENKINO, GREW WEARY OF
THIS UNSAVORY BEHAVIOR AND DECIDED TO
TAKE DRASTIC MEASURES.

PENKINO GATHERED HIS MAGICAL HAT, GLOVES AND
BOOTS TOGETHER AND CAST THE MOST GNARLY SPELL

Y

I'LL TEACH YOU
[{ RUFFIANS TO RAISE
SUCH A RUCKUS!

\ OVER THEM. SUDDENLY, THEY WERE JOLTED TO LIFE IN
N A BURST OF ENERGY!

o

NS NP P

N

THE FIRST OF A NOBLE NEW RACE WAS
BORN -- A NEW LEADER, DESTINED TO RULE
THE LAND IN PEACE AND HARMONY.

TO HIS DELIGHT, PENKINO
SOON DISCOVERED THAT PLOK
POSSESSED AMAZING POWERS.

TO PLOK AND THE WIZARD, THE
PEACE OF AKRILLIC SEEMED
ASSURED. BUT LITTLE DID THEY

| HEREBY
DUB THEE PLOK L
THE FIRST! &

Plok TM & © 1983 John and St Pickord. Al rights reserved.
Ucensed o Tradewest, Ic. by Software Creaions (Holdings) Lt

KNOW THAT A GRAVE NEW THREAT
WAS HATCHING. UNWITTINGLY,
PENKINO HAD CREATED YET
ANOTHER MUTATION WITH HIS
MAGIC SPELL.

THIS IS, LIKE,
WAY COOL!

Jal
YOU SEE, Hi5 |

8 D0G HAD FLEAS... [f
\“ ¥

TO BE CONTINUED...AT A RETAILER NEAR YOU!



GAME BoY PROREVIEW

~ matches the graphics or game -

 play of the other versions,
it's nice to know that Game
Boy game players have not
been forgotten.

Honey, | Shrunk
the Spri

Mortal Kombat for the Game
Boy is a one-player, six-stage
fighter with the same basic
Mortal Kombat themes. You
play as one of six fighters
(no Johnny Cage) against the
other fighters, against your-
self in a Mirror Match, past
three endurance matches, on
to Goro, and eventually to the
ultimate showdown against
Shang Tsung.

There are a number of regu-
lar moves, special moves, and
Finishing Moves for each player
(the same Finishing Moves
found in the SNES version). If
you think the moves on the
other systems.are hard to
execute, wait until you try to
pull a move on the Game Boy.
The unresponsive two-button
controls are almost impossible

10 master. The game play is
also abysmally slow, and the
fighters don't always connect,
even when they're close to
an opponent.

As for the graphics, they
are hard to see and very dark.
Although the sprites fill the
Game Boy screen, they don't
move well.

The sound is almost non-
existent, as well. In the version
we played, there was only
tinny, muffled background
music, and no other sounds.

From Screen

fo Scream

This is the hardest way to pick
a fight in years. The frustrating
controls and stunted game play
will make you scream; not in
terror but in frustration. If

your eyes don't go first from
squinting at the screen, your
nerves will go from trying to
play.this.game the way it's
played;in the'arcade. This is

/ one version,of Mortal Kombat

thatisn't aknockout.

The Moves:

Trimming Down

the Violence

As with the SNES version,
this cart won't showcase any
blood. Who would want to
see greenish blood anyway?

RAYDEN

¢
i j
R
e o4
This guy is just as ugly (and
deadly) on the small screen.

It’s a wonder how the Game
Boy can contain the wattage
necessary to keep Rayden
in line!

4
Follow the bouncing Kano as he
spins at chest height into an
opponent. Press Toward, Down,
and Away.

Jack up the juice and waste the
watts by pressing Away, Toward,
and Button B.

Superman

Huri Rayden into the chest of an
enemy by pressing Away, Away,
Away, and Toward.

FINISHING MOVE

R >

[Move Away, Toward, and then hit
Button B to get the knife action
going.

FINISHING MOVE

g

You can electrocute an enemy
into a dusty death by moving
Away, Toward, Down, and
High Block.

ptember 1993



LIU KANG

-
£ a
You get a lot of action on the

(Game Boy out of this fiery
little fiend.

Fire off the first shot in the Kom-
bat war by pushing Away, Away,
and then pressing B.

Flying Kmk

Your feet of fury will connect
every time with this move if you
hit Toward three times, then
press B.

FINISHING MOVE
The Helicopter/Uppercut comt:: is

SUB-ZERO

This is the No-Good-Humor
‘man, let me tell you! His
blood would give a penguin
frostbite.

Stop ’em cold in their tracks by
hitting Away, Toward, and B.

ick by pushing
Toward, Down and Bution B.
FINISHING MOVE

Crush some iced villains with

this Finisher. Push Down two

times, Button B, Down two
times, and Up.

GAMEPRD o

SLUBY LUN_22

8580

(Grabbing someone by the throat
and dragging them to your side
of the room is not a nice way to
meet people. If you don’t care,
then execute the Spear by press-
ing Away two times and then B.

Teleport

Now you see me, now you don’t!
Hit Toward, Down, and A to gore
where no man has gored before.

FINISHING Mﬂ [
When Scorpion

ing Toward three
hitting A and B to Blag

September 18983

: b 4
Sonya has her leg lock down!

Push then press A, B, and
Up to fiip into a handstand and
toss your opponent to the ground.

FINISHING MOVE

&5 UM

FINISH Hin

You'd rather receive Kano’s Knife
than one of Sonya’s kisses, which
will char you fo.m L'dlum rare. Exe-



rything its 1 6-bit

big brother s, plus it's portable.

It's a true arcade conversion
brought to the small screen,
complete with its own Mode
Acode.

Mortal Kombat for the Game
Gear is a one- or two-player
(using a Gear-to-Gear cable)
fighter that allows you to

pick one of six players (no
Kano) in a fight to the finish.
You again have to fight against
all the fighters, against your-
self in a Mirror Match, survive
three endurance matches, and
fight Goro to get to Shang
Tsung. All the fighters have
their special moves, combos,
and Finishing Moves intact,
straight from the arcade in

all their gory glory. Pluck a
miniaturized head from an
opponent’s body, char some-
one to cinders, knock a noggin’
into the next Zip Code, and
more. Al this is possible in
this Game Gear version.

Grpics  Sound _ Gonrl _ Funfact Challenge

Price unavalable.
Available September
Beat-em-up

Two players
(via Gear-to-Gear
‘cables)

see all the moves and

RAYDEN

How can anyone compare to
He Who Controls Lightning?

grounds clearly, and the blood

shoots from an opponent like

graphic detail of the Pit, Sub-
Zero's head-popping move,
Liu Kang's Fireball, and the
rest of the game.

The music is just basic. It
doesn't add or detract from
the overall feel of the game.
As for the sound effects,
there are no groans, yells, or
announcers in this version.

Kombat Klub

Like all the other versions,
there’s still a problem with the
controls, and some special
moves are very hard to exe-
cute. But even on the Easy set-
ting, this game’s a knuckle-
buster. There's enough beat-
em-up action here to challenge
even those fight-wise gamers.
Only-a Game Gear version of
Street Fighter Il Turbo could
possibly match the fun of this
small-screen fighting cart.

water from a water gun. You'll
be pleasantly surprised by the

Joit a bolt and fry the guy (or gal)
across from you by pushing Away,
Down, Toward, and 1.

Superman

Away, Away, and Toward launch-
es you to new lows
against an opponent.

FINISHING MOVE

The fﬂom:

With the inclusion of a
Mortal Kode for the Game
Gear, gamers can experience
Mode A play on the small
screen. It actually looks
bloodier than it does on the

Cenesis. To activate the
code, wait for the screen
that talks about “codes,”
then press 2, 1, 2, Down,
and Up.

GAMEPRD o

JOHNNY CAGE

Fire away at an enemy by pushing
Away, Toward, and 1.

Shadow Kick

You can double the pain by split-
ting into two Cages and kicking
an opponent. How? Push Away,
Toward, and 2.

FINISHING MOVE

Did your opponent really need that
head? Oh well, Johnny knocks it
clean off by pressing Toward
three times and hitting 1.

"




LIU KANG

You can bang with Kang, or
Jjust hang. Either way, you're

you execute by pushing Toward
two times and pressing 2.

FINISHING MOVE

SUB-ZERO

This last action Zero makes
Arnold look puny.

Knock an enemy off balance with
Sub-Zero’s low slide. Push Away
two times, then simultaneously
press1and2.

I-IIIISIIIIIG MIIVE

Head-yanking
small screen! To execute, press
Toward, Down, Toward, and 1.

Pa gy

¥
- 4

Friendless, loveless, care-
less... and he likes it that

mbymﬁmymm

and then 1.

TelepﬂrI

Down, Away, and 1.

FINISHING MHVE
e TAeT

RO o September 1983

Play Ring Toss with someone’s
head as a stake by pushing
Away and 1.

Scissor Grab

‘men who can’t resist. To make
this move, press Down, press 1
and 2 simultaneously.

FINISHING MOVE



Bruisers and
Beat-Em-Ups
These days, you can

take it on the chin any
way you like with a verita-
ble bumper crop of one-
on-one beat-em-up
games. Check out the
next two-player head-to-
head generation of street-
fightin’ action, and get
ready to go up against
everything from Ninja
Turtles to Clay Fighters.

World Heroes (SNES)
By Sunsoft

Last year's NeosGeo arcade
smash is back and in good
form for its 16-bit debut. The

SNES version captures most of

the great graphics and smooth

game play of the arcade title.

In a prerelease version, the

~ stunning backgrounds were
e to the arcade originals’,
the eight original
moves seemed

Teenage Mutant Ninja
Turtles Tournament
Fighter (SNES)

By Konami

The mean, green fighting
machines are back, but with a
new look and a new concept:
street-fightinstyle action.
Choose from a whole herd

of fighters, including all four
Turtles, Shredder, and more.
The Turtles' new moves and
grooves make this totally dif-
ferent from previous Turtles’
carts. Fight the CPU or another
gamer in shell-shocking, chin-
rocking action. The graphics

Clay Fighter (SNES)

In a colorful twist on fighting
games, you fight as one of
eight comical clay fighters.
These flexible, colorful bashers
are among the most innova-
tive characters seen in a fight-
ing game to date. They're
actually clay models that have

been digitized for fantastic 16-

bit game play on the SNES.
Both the humor in this cart
and the punch fiesta that the
fighters throw will keep your
sides sore.

(Available December)

Eternal Champions
(Génesis)

This new, lush-looking cart
from Sega features an incredi-
ble 24 MEGS OF NONSTOP
ACTION! If that's not enough
capital letters for you, THIS
CART LOOKS GREAT!

Gathered from across eter-
nity, each of the 11 fighters in
this game has a unique style
of martial arts. Pick one, and
try to become the Eternal
Champion. This cart also works
with the Sega six-button con-
troller and the Activator.
(Available November)



Street Fighter Il
Turbo (SNES)

By Capcom

The World Warriors have a chip
on their shoulder, and they're
just waiting for some wannabee
worm like you to knock it off.
Got the guts? Well, get ready to
lose them in this hyper, options-
galore 20-meg revision of
Street Fighter Il for the SNES.
This sleek new game will make
your old SNES SF Il cart look as
outdated as an 8-track stereo.
Want to boost your best game?
Turbo charge it! (See our Pro-
Strategy Guide in this issue for
Street Fighter Il Turbo tactics.)
(Available now)

Street Fighter Il
Special Champion
Edition (Genesis)

It's more, more, more SF I,
but on the Genesis this time
(sorry, SNES snivellers). This
version of SF Il includes the
Champion Edition game play,
as well as the Hyper Mode
(turbocharged play) found in
the SNES cart. It also includes
a unique Tournament Mode,
which enables gamers to run
their own tournaments.
(Available September)

Art of Fighting (SNES)
By Takara

World Heroes isn’t the only
NedsGeo cart being ported over
to the SNES. Last year's arcade
smash, Art of Fighting, is a
bruiser that boasts a fighting
option and a story line! Fight
through a back alley, a ware-
house, an underground temple,
and more. You can fight solo
against 12 CPU fighters or
challenge a friend, who won't
be your friend for long once
the fierce fighting and grue-
some beatings are over.
(Available October)

 (Available Fall 93)

Fame and gory are yours with
this very brutal slasher that's
being ported over from the
arcade onto the SNES. Time
Killers is a true hack job, where
you'll see more body parts than
a worker at a donor center. If
that's your cup of tea, well, you
need less tea and more therapy.
(Available January '94)

Samurai Shodown
(Neo<Geo)

By SNK

¢
SN

Neo«Geo owners won't be left
out of the bruise cruise. Samurai
Shodown will be a chop shop
of horrors, providing gruesome
game play and graphic action
in realistic Neo«Geo fashion. If
you're upset that your Neo«Geo
titles are being crammed into
16 bits at a much lower cost,
don’t worry: This one is for
Neo«Geo owners only.







multi-million dollar contract with NFL™ Football for the Super NES?

High step with the best when you

)} run with the pros.

Find yourself in an arena of giant hulksters running, stiff arming, spinning,

bursting, diving and basically trying to rip each other’s heads off. In the heat of

battle, a fumble could lead to a 60 yard TD run. The running game here is second
to none. You can also gain yardage with intricate and challenging passing

plays. Master each move with the precision of a pro whether you decide to go
Across the Middle in heavy traffic or run a Post Pattern long.
Stop runaway freight trains with
your bare hands.
Commanding the action takes all six buttons
on the Super NES controller. Use them to
harness the power of these speeding walls of
£ steel. Each athlete moves with smooth
LR R R accuracy digitized from actual human
g movement. So with great agility they will
carve a tunnel in your torso.
Mode 7. More ex| tposurs () ( H
than the swimsuit issue.
You'll have plenty of camera exposure <
in the only football game to fully harness
the Mode 7 power of your Super NES. The radar
Mode 7 coverage zooms in at just the right monient
s0 you don’t miss a single bone-crushing play.
Not your run-of-the-mill cheap visual thrill.
Fly with official NFL teams and colors.
You own all 28 pro teams armored with their official team colors.
Play in the authentic stadiums where the gridiron greats battle. Go from
the artificial turf and glaring lights of the Dome to the frozen tundra of Cleveland
outdoors Snow and mud get worse as the game
goes on till you're wishing stickem was legal again.
You make the call.
Grab the controls, make it happen.
Execute your strategy using two
playbooks - one standard NFL,
the other geared to each team’s
trademarks. The exclusive Artificial
Intelligence feature helps determine the
most devastating course of action depending on
field position, down, yards-to-go, time remaining, quarte
and score. Call your audibles and show the opposition
how it goes. Stick a fork in ‘em, they’re done!
SCORE BIG OR STAY HOME.
‘Win a trip for 2 to Pro Bowl ‘94 in Hawaii!
Check the September 1993, Vol. 52 issue
of magazine for the
o password that gets you into the
special contest level.
See game package for details.
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In Wing Comman-
* der by Mindscape
you literally kicked tail as you
blasted the evil cat people of
the Kilrathi Empire out of the
galaxy. Well, the cats are back
and this time they possess the
purr-fect planet-busting
weapon! They'll stop at noth-
ing to turn the Terran Federa-
tion into cosmic kitty litter.

cific mission goals depending
on your success or failure dur-
ing the previous mission.

- -

oy
ay

&

@ 0

You're back as second lieutenant
[ENTER YOUR NAME HERE].

Here Kitty, Kitty

>
-7: As in the first game, you work

your way up through the
ranks as you eventually fly
four brand new types of Ter-
ran fighters. Passwords enable
you to save your progress in
the face of frequent death.

You must track down sev-
eral massive Kilrathi star
ships, while clearing the
spaceways of pesky intercep-
tors. The cat-like Kilrathi
attack in packs, and you're
always outnumbered.

Futuristic Controls
Secret Missions requires you to
keep your fingers and your
mind loose. Flying requires
pressing all the buttons on the
SNES controller at one time or
another. Ship-to-ship fights are
tough thumb-mashing encoun-
ters. If you played the first
game, no problemo! However,
rookie pilots would do well to
practice, or they may make a
fatally errant button-press dur-
ing a critical moment.

" Wing Commander 2
Wing Commander: The Secret
Missions is a top-notch, single-
player space combat simulator
with a first-person perspective.

. Once again you're based
aboard the massive Tiger's
Claw. Your goal is to wipe out
the last desperate forces of the
Kilrathi empire. You can fly as
many as 16 missions. Howev-

This cart dishes out a hefty
dose of good-looking space
combat, but be prepared to pay
attention to the fiying, too. For
Wing Commander fans, this is a
no-brainer.

AasE

Prie otavallable  Combat figh
simulalor

Avallable September  One player
Passwords

er, the game changes your spe-

If you played the first game,
you've seen all the sights and
heard all the sounds in Secret
Missions. The outer space com-
bat graphics are sharp, and dur-
ing a dogfight your view of
enemy ships can shift from sev-
eral thousand kilometers out to
a hull-mashing close encounter.
The cinematic story sequences
shine, particularly the spectacu-
lar death scenes. Unfortunately,
your eyes only enjoy this treat
when you meet defeat. The
melodramatic music and the
bruising blaster sound effects
star among the sounds.

—

— ek pllet scores

Iceman, Maniac, Angel, and the
rest of the Tiger’s Claw Gang are
back, too.

At least, Laser Bolt Guns
and four types of missiles
enable you to fricassee the
felines. However, your most
helpful high-tech tools are
your main screen, which puts
aclear view of outer space
directly in front of you, and
the Radar Display, which gives
you a 360-degree digital view
of the space around your ship
during combat.

PROTIP: If you want to draw Kil-
rathi pilots away from a ship
they’re attacking, taunt them via
Yyour communicator.

PROTIP: If your wing man calls
for help, help him!
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PROTIP: During dogfights,
reduce your speed to 100 kilo-
meters per second or less, or
you’ll zip past most Kilrathi
ships. If you need a quick burst
of speed, you can always use
your afterburners.

PROTIP: If the Kilrathi are on
your trail, pull a tight loop or
come to a quick stop. You'll
usually be able to turn tables.
In addition to guiding your
ship, you must learn to quickly
read your cockpit computer



display as it flips through sev-
eral essential shipboard tasks -
fire up the afterburners, dis-
play a Navigation Map, cycle
between missiles and laser
cannons, communicate with
your wing man, and check
damage control systems.
When you get really good at
the controls, you can even
taunt your Kilrathi enemies.

{ol| g
Get to know your cockpit instru-
ments. They’ll save your life!

Catty Challenge

In space, no one can hear you
scream. However, back on
Earth, Mindscape must have
heard legions of Wing Com-
mander players howl as they
bumped heads against the
game's murderous challenge.
Secret Missions is decidedly

easier. Even the practice simu-
lator in the pilot's lounge is
much easier to beat.

Even the practice simulator in the
Tiger’s Claw is easier.

Secret Missions offers two
skill levels, Rookie and Ace.
Rookie is just right for first-
time space cadets or players
who have a low tolerance for
defeat. Ace is tough, but it's
easier than the first game,
because now your Laser Bolt
Guns are much more effective.
You'll do more flyin' and less
dyin' during dogfights with the
Kilrathi. Also, new long-range
firepower enables you to con-
sistently blow away Kilrathi
fighters from afar, unlike in the
original Wing Commander.
PROTIP: Save missiles for large
Kilrathi vessels.

A

PROTIP: If a Kilrathi ship makes
a hit-and-run attack; it almost
always returns to shoot you. Be
patient, be prepared.

PROTIP: Take long-range Laser
Bolt shots as often as you can.
Just the same, Missions
doesn't blast off without a
hitch. Even though Mindscape
made a great effort to juice the
adrenaline level in Secret Mis-
sions, sometimes you'll still
find yourself rocketing through
several minutes of dead space
as you search for bad guys. As
in the original, you fly with
wing men. However, this time
out you cannot direct them
toward your enemies.

i
PROTIP: You can land on the
Tiger’s Claw at any speed.
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ond for better maneuverability.
It’s a Wing Ding

Wing Commander: The Secret
Missions won't remain a secret
for long. The original is only for
serious space aces. By gearing
down the overall challenge
slightly and adding a Rookie
skill level, Secret Missions
opens up the war against the
Kilrathi to rocket jockeys of all
calibers. If outer space combat
makes your thumbs twitch,
you can bet a cat’s asteroid that
you'll enjoy this cart. &



For you gamers
who look longingly
at the Neo+Geo, but cringe at its
steep price, take heart. Many
Neo+Geo favorites are being
converted to other systems
(see our PreView of Art of Fight-
ing, page 83). This fall, Sunsoft
has World Heroes for the SNES,
and it's a very close representa-
tion of the arcade classic.

with hls opponents by hitting
them low, and then trapping

them into comers. Follow low
kicks with a Hurricane Spin.

Vast Action Heroes
World Heroes is a one- or two-
player side-scrolling fighting
game that sends you travel-
ling through time to take on
the toughest heroes of the
world. You pick from eight
buffed bruisers to fight your
waly into the record books as

World Heroes
(By Sunsoft)

Do we need another hero? Yes
we do, and Sunsoft delivers in
this arcade port-over for the
SNES. It looks very close to the
original, although the sound
suffers. Check it out.

Conol  Fnfactr Chalenge

QL]@ 3@

m pllvln

u m
Avaliable September

the greatest World Hero of all-
time. The fighters you don’t
pick come back to haunt you
as opponents. You can be
anything from a sword-
swinging woman warrior
(Janne), to a maniacal
ex-wrestler (Muscle
Power), a martial

arts menacer (K.
Dragon), or a

cyborg storm
trooper (Brock-

en), among others.

PROTIP: Janne can use her
sword for an improved head
tap. When leaping over an oppo-
nent, tap B twice and you can
score two hits.

You fight a best-two-out-of-
three match, and it's a no-
holds-barred, bust-em-up
bonanza. After beating the
rest of the heroes senseless,
you have to battle with Gee
Gus, a mystical liquid-metal
fighter who f him-

Each fighter has a unique
set of special moves, and some
of the moves are just as great
to watch as they are to exe-
cute. K. Dragon calls forth the
spirit of the dragon and busts
out on the screen with a Drag-
on Kick, while Fuuma and Han-
Zou can execute the Ipo Korin
Kazan (a sideways slashing
body maneuver that creates a
human whirlwind). Need more
proof that everything from the
arcade version is here? How
about Rasputin’s heavy-handed
crusher, Brocken’s Grenade
Launcher, or Janne’s Aura
Flame Bird? They're all here in
glorious 16-bit color.

self into any of the World
Heroes. In addition to regular
matches, you can also play a
Death Match, where you have
to contend with your oppo-
nent and a ring that contains
mines, electrified ropes,
ﬂammg ropes, and so on.

Go low on the ’borg and take out
his legs.

Along with vicious kick-
and-punch moves, you can
also block, throw, and deal
out some of the greatest
multi-hit combos that fighting
games have ever seen. You
can score four- and five-hit

moves like they were going
out of style. You may even
find that some of the moves
are too easy to win with, and
trapping opponents in the cor-
ner works here, just like it did
in the arcade.

PROTIP: Only use Dragon’s
Dragon Kick when your oppo-
nent is already in the air and
coming down. If you try to use
it when is

ing, you'll land defenseless,

fo throw you.

You would have to fight a lot, too,
if your name were Gee Gus.

Fashion Fighting

The showcase graphics of the
Neo+Geo have translated very
well to the SNES. Al the vivid
backgrounds, including ancient
Mongolia, a skyscraper scaf-

b



fold, and a Chinese martial arts You'll enjoy World Heroes,
temple, are well-illustrated even if you never played the

and intact from the Geo. original arcade version. Its
The movements of the many special moves and com-
screen-filling sprites are bos helps to further compli-
glitchless and smooth, cate the crowded field of great
and all the moves are easy ~ fighting games coming out
to execute. The World this month (see our “Brutal f E
Heroes actually Beat-Em-Ups” section, page e
seem faster in 64). Whichever game you :::n’: 57::”"" ;a: double-
this SNESver-  choose, keep the Heroes in on the direction! e hit Up
sion than mind. We all need someone to | e’s alreay in ﬂw‘fln s

they did look up to, even when they

in the knock us down. [ " ‘wants to get
Neo-Geo, S [/

plus

they're i = counter him.

detailed S Pl f you're in the air all the time.
right down = =

to their facial expressions.
The sacrifice in this game
may have been the sound.
Although the SNES tries for a
faithful recreation of the music
and sound effects from the
arcade game, it comes off tinny
and muffled. The smaller
effects, like Janne’s laugh, are
not up to par with the rest of
the game. Still, you'll be
amazed at the way this cart
looks and plays, even if you
have to turn the volume down.

- Counter Hanzou or
?m:'s Hurricané Spin with
Standing Heavy Kick.

Fistfight Fiesta
The game starts out on medi-
um difficulty, but adjusts if

you want to hit the hard stuff.
The arcade version is probably
equivalent to the Medium Set-
ting on the SNES cart.
Sl 07,

PROTIP: Janne’s sliding kick
will pass right under most
projectiles,
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turing two ProStrategy Guides

special endings in SF Il Turbo.)

Next issue we'll fight it out
Sagat, and M. Bison. We'll also
you who's the best, and reveal

(Special Thanks to Erik Suzuki,
» Joel Pambid, David Winstead, and
James Goddard of Capcom USA)

The TURBO edition of SF
Il has hit the streets
fighting! To help you
hang tough in this SNES
super sequel, we're fea-
packed with all the best-kept

secrets of the World Warriors. This issue, we put the moves on
Blanka, Chun Li, E. Honda, Dhalsim, Balrog, and Vega. We've
also provided an explanation on the hard-to-do combination
attacks. (See page 132 for a GameBusters photo guide to the

with Guile, Zangief, Ryu, Ken,
rank the 12 characters to show
some bonus “Expert” strate-

gies. So what are you waiting for? Rip into these tips!

Executing combinations is
probably the single most com-
plicated aspect of SF II, but
combos are what separate the
Street Fighters from the sleep
fighters - so pay attention! A
combo is any series of attacks
that the opponent can't block
if the first hit in the series con-
nects. Here’s how it works.

Rule #1: Target Points
There are three target points
on an enemy’s body - head,
chest, and feet. You can hit

Key to Commands

Toward: Push the controller
horizontally in the direction
of the opponent.

Back: Push the controller
horizontally in the opposite
direction of the opponent.

Charge: Hold the controller
in the direction indicated for
two seconds (unless a differ-
ent amount of time is noted).
There are two basic Charges:
Charge Back and Charge
Down. The Charge that
requires holding down three
attack buttons is rarely used.

A Note about Throws: All
throws are listed as “push
Toward.” However, you can
also do any throw in SF Il
Turbo by pushing Back plus
the appropriate attack button.
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The Instruction

Manual

All the basic moves in this
ProStrategy guide are also
explained in the manual
packaged with the game.
However, please note that
the following moves are
incorrectly described in the
manual: Chun Li’s midair
Whirlwind Kick, Dhalsim’s
Yoga Teleport, Balrog’s Turn
Punch, Vega's Claw Dive and
Wall Leap, Vega's Backflip (not
even listed), and M. Bison's
Scissor Kick. The correct tips
appear in these guides.

Normal Mode vs.
Turbo Mode: What's
the Difference?

Most of the moves outlined in
this strategy guide can be used
in either Normal (Champi-
on Edition) Mode or Turbo
Mode. However, there are
certain techniques and
combos that can be
used only in Turbo
Mode. We labeled these
Turbo-specific
tips with this
icon: e =y

: |UI’|’“'

FIERRE

@\‘\m\

“N\\Hﬂ\\sﬁ
(Mammm\) (ardek)

SINM':

GAMEPRD o

the head while jumping, the
body while standing, and the
feet while ducking. To use a
combo, you must alternate
your hits between these three
target points.

Thers are three target poins in
SF Il - the head, the chest, and

the feet.

Rule #2: The First Hit

In order for any combo to
work, the first hit @almost
always a jumping attack) must
be made just before you land
and when you're extremely
close to the enemy. This is
called hitting an enemy “deep”
within their on-screen sprite. If

you hit an enemy too high up

September 1883

or from too far
away, they'll have'
time to recover
from the first shot
and will always block
the second hit.

Rule #3: The Timing of

the Animation

If the first hit connects, you
must use controlled and pre-
cise button presses to finish a
combo. You'll notice that you
must time your attacks to the
animation of the character. For
example, while Guile is “stuck”
in the animation frame of his
standing Fierce Uppercut, he
can't do anything for a split
second. Learn how long each
animation frame lasts, and
time your button presses to
coincide with the changing of
the animation frames. This
especially holds true for Fierce
Punches, Roundhouse Kicks,
and Fireballs.



Rule #6: Combo when Dizzy
The best time to use a combo
is when an opponent is dizzy.
When an enemy is dizzy,
they can’t block the
first hit, so your entire
combo will connect if

V
The whole reason to use a
combo is to inflict lots of dam-
age. A throw (the second-best
attack) will typically drain 20
to 25% of the enemy’s life-line,
whereas a good combo can
steal 30 to 45% of the oppo-

complete the Fireball motion Rule Rlocked Combos
and press Fierce again to throw  You can use a combo at any
the Fireball. The result? Both time during the game. If the
moves are animated very opponent tries to block your
quickly on the screen. You can  first attack and misses, then
use two-in-ones on their own, go ahead and complete the

oras part of a combo. Any combo to make them dizzy.
combo that concludes with a However, most advanced it ener9y!
special technique probably has  players will block well, and R : Find 2 Combio
atwo-in-one. you won't be able to connect ~ Combos are very quirky. If the
with your combo. speed of all the moves togeth-
& erisn't fast enough, the
combo can be blocked mid-

way through and therefore
isn't a true combo. No combo
is 100% consistent, but the
combos in this Strategy Guide
are tested and are very reli-
able. If you'd like to create
your own combos, remember
all the rules and experiment!
To test your combo, have a
friend block after you deliver
the first hit in the combo. If he
can block after the first hit, the
combo probably doesn't work.

Rule #4: Two-in-Ones

Many combos include two-in-
one moves, which you posi-
tively must learn if you want to
win. Think of a two-in-one as
two moves stuck together.
Imagine sticking a Fierce Punch
inside a Fireball. For example,
in Ryu’s Fireball two-in-one,
you must press Fierce midway
through the controller motion
for the Fireball to throw a
punch, and then immediately

combo, do it anyway.
them away and inflict a little

damage.

GAMEPRO < September 1883 A3



TURRC PRCFILIE
Blanka was one of those on-
the-cusp characters who only
needed minor fine-tuning in
SF Il Turbo. His Vertical
Rolling Attack helps him

| keep up with Ryu and Ken's
Dragon Punch, Guile's Flash

™1 Kick, and other high hitters.

B The crouching Fierce counter

i also a nice addition.

oID.

MCVIES

NI2W

STRATIECIIES

7
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2) This will often L .

mmm;umm

was 0at's Tiger Uppercut
's Flash Kick,

you press
Toward and Strong for an instant
Head Bite move.




Vertical Rolling A

©NEW-AND-
| MPROVIED
MCVIES

NIEW

CCMBECS

TETC G
3) As you do the
Punch to bust 2 reguiar

Attack. This combo is easier ty
execute than the Vertical Rolling

Combo, but t's not as styish,

' L):-vm i g Attack and
on your opponent. As you
fall, Charge Down.



Chun Li was seen as way
too weak in the earlier
games...and with good
reason! Her Fireball is the
much-needed addition
that lets her escape Ryu

o and Ken's ridiculous Fire-

= | ball/Dragon Punch trap.

Her Whirlwind Kick is also
no longer useless, NoW that
it takes her only one sec-

1| ond to charge! Like the
other World Warriors, Chun
Li can no longer Re-Dizzy

| Faster Lightning
——

g

-

1)ﬂllluwmm
‘serious air with her improved

S

1) Ghun Li can also Whirtwind off
the wall. To do the Wall Spring,




2) Run after the
”“”"bhmﬂwfl&wm

2) Continue to execarto the Toe Tap
‘while holding Down to Charge.

e R
| Lightning Strikes Thrice

|




TURERC PRCFI
Dhalsim was justa tad too
| weakin the earlier SF Il
games, SO his Yoga Teleport |§8
| is a good addition t© his
arsenal. Dhalsim now has
| the potential to beat any | In the Throws of
other character in the game ;]
3| To win, though, you'l need
to be able to Teleport con-
sistently, which is much
easier to do with an arcade- |
style joystick than with the
| standard SNES controller.

complete the
two-in-one. You'll
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TURRC PRCOFILE

] Overall, E. Honda was slightly

weaker than other fighters

in the previous SF 1l games,

50 his new Sumo Smash ¢
extraneeded [

Ken, and the rest of the gang. (&
4 The faster Head Butt makes

his invinaibility factic espe

cially deadly.

Invincible Head Butt

Butt o pass ight through . This

| Is a very hand move to ext
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NEW-AN
IMPRCY|
When he was a computer- ral

| only character, Balrog had () |97
a very limited repertoire of |
1| moves, and no throws.
A,.| Capcom gave the boxer a
= Head Butt as a token hold-
| type move, but he still
doesn’t have any kicks.
Balrog was probably the
%! weakest character in the

arcade game. Now, the
Final Punch has been added (g
to both the Normal and

* .| deadly surprise that picks
»| up some of his slack. Like
the other fighters, Balrog's

| [ | = > %
arge Back and push T
Pl any punch hutton, T e
Dow hits high,, This move
wand low, so
0 opponents can’t
m"w’t’mamnow
easier to do, and harder for
=W to avoid,

tons or all three kick butions to "
Charge energy. For every two ~~ [*
,"’”""s you Gharge Bairog’s Turn
M"Z"’:m:w-easemam
Jmhe bl =
) I you Cisarge for 60

before : ‘seconds

Ore roleasing the Turn Punch,

Yyou'll max out the a of ’
g o o

umch wipes out approxi

half of your opponent's energy,

[y The longer you Charge, the faster,
\ farther, and harder you'll hit.




A ¢

*| saryand
mu,m,,“,""”

Balrog’s standing Strong Punch
| Uppercut is a great counter move

. 23
7) Here's s
Towasic Bairog combo;

% amf'"”’ pponent wity

Punch,

| &L0ash of Devastatio,

N

Puncy, m"‘“w"yyournas,,
et o Toward your agyey.
him with any

| In the arcade Champion Edition,
54 Balrog couldn’t stop certain low

kicks, especially Guile’s crouch-
ing Roundhouse and Forward.

&| Now Balrog can counter these hits s

. .| with a crouching Forward,

NE

e
STRATE
s

R
Get a Head Start

H you miss a Dashing Punch or

! k| Dashing Uppercut, immediately

push Toward plus Fierce to grab
them in a Head Buti.

®| Like other characters, Balrog has
a move that makes him invincible
[=| to Fireballs. After Charging for one

*{ cute his Turn Punch the instant

(8| before a Fireball hits him and he'll
«| be able to run right through it. This

| won’t work with the Final Punch.

=

or two seconds (no longer), exe-

makes Balrog untouchable from
the torso down. This technique

| to take down jumping

e
Six or One-Half Dozen

M
1) This is Bairog’s masfer blaster
of disaster - the Six-Hit Combo!

x| Jump Toward your adversary and

pull Back to Charge. As you jump,

=4 throw a flying Fierce just before
| You land,

<) 2) Land, continue to Charge, and

throw three crouching Shorts.

3) As you throw the third

‘push Toward and hit
Short again to deliver a deadly

| Dashing Uppercut.

4) Wait a split second for Balrog’s

arm fo come back after he throws

his Dashing Uppercut, then stand
and throw a Fierce for the sixth

| hit. The slight hesitation between

the Uppercut and the Fierce is

[i| the key to busting the complete

«combo. Practice timing your hits
with the animation of Balrog’s
punches!
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Vega's usually known as a
weak character...because
he is! The only way to play
this magnificent matador
is fast and furious, hoping
& to blind the enemy with
speed. In SF Il Turbo, the
longer-range Claw Roll is his

oV

Y quick...some even say
# it's too quick! To equalize
this weapon, Vega still loses
e his claw if he’s hit by any
o | 12 attacks.

2) To Backflip in Turbo Mode,
press all three punch or kick but-

versions because some players
thought the controller tap was
too inconsistent.
3) Be careful, opponents will try
":MWII with a siow Firebal, To
prevent this, you must ue_aneema
2 . ,
Crouch, and st .
23” clim;i, smack your B s you. Then, e a' P
with a Jab Punch.
Punch, imme-
2) As you throw the
4 d{'afely execute the ;!he'rs s
motion for the Wall Leap.
greafhit-and—escape move.
o

o
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with a Fierce or a R 2

climb the fence. if you're in a dif-
forent stage, you'll grab the side

of the screen.

| 2) Then, control your dive and nail
your opponent. If you'd fike to do {
the Claw Dive, press any attack ni:
button when you’re away from

your opponent in midar.

¥ 3) it youd tike to do the Air

e Suplex, push Toward the oppo-
&» nent and press any attack bution
A close.

5

L
o\H

1) Jump Toward your opponent.
As you jump, Charge Back for a
Claw Roll. Just before you land,

(3| throw a Roundhouse or a Fierce.
2) Land, and while still Charging,
throw a crouching Jab Punch. As |
I} you use the Short, begin the con-
sl troller motion for the Claw Roll.

3) Immediately complete the

motion and do a Fierce Claw Roll. &%
il In Turbo Mode, you can score up

to four Roll hits for a total of six.
The Roll will only score three hits
in Normal Mode for a fotal of four.
Even if blocked, this is a great
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Now

Reader Gameé Tips
Bulletin Board
m-

Now you can leave or pick up g2
jps an i m some of
gamers around — other
mePro reade

oﬂl’s Celebrity
Game Tips
' hottest stars Jove video

i o
&-games 00! J.D. scouts outthe top |
talent and talks them out of their

favorite tipS and tactics.

J.D.

Hot Tips Bulletin Board
Qur Hot Tips Bulletin Board is
updated wee’ ly with the newest
hints and strategies for Nintendo,
Super Nintendo, Sega Genesis, and
Handheld game systems.

Calls average

Be sure to rents’ permissi e age. Message: ject to chan
get your parents’

ion to use the H 1 h

he Hotline if you are under 18 years of M

g S subj

]l ge withi

out notice.
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By Team Bomberman

Bombs away! Super Bomber-
man is Hudson Soft’s long-
awaited Super NES version of
the NES and Duo Bomberman
games. This high-action blow-
em-up is the best thing that's
ever happened to group SNES
. game playing.

You can play Super B in

two modes, Normal and Battle.

Normal Mode Is a somewhat
boring one- or two-player
quest where you bomb your
way through 48 stages, fight-
ing monsters and bosses as

You get a ton of power-ups

in this mode. Some classic
power-ups return in Super B,
including the famed Kicker.
Most, though, are new.

You can pick up Detonators,
Punchers, Skulls that make
you invisible, and more. There’s
also a great selection of Zones,
nearly all of which have new
surfaces and features.

you try to free Diamond City  [{

from Mr. Karat and his gold

GamePro’s Team Bomberman
checked out this new version
of Bomberman. Although the
controls were a bit stiff and the
sound a bit repetitive, we think
the high action and the variety
of the four-player Baitie Mode
eam this cart a big 5.0!

a@E e w
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4megs

Available September  Packaged with Super
i Multtap

Four players

74

GAMEPRD ~
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Super Bomberman throws
around some 16-bit graphic

muscle with more detailed char-

acters (if canoony),

September 1993

as it was in the previous ver-
sions. The controls could be
more responsive, but the SNES
controller's extra buttons are
well-utilized.

Overall, we like this edition
more than the Duo version for
its wacky new power-ups
and levels. Battle Mode really
makes this game great - an
instant classic! Plus, since you
get Hudson's Super Multitap
when you buy the game, it's

eat bargain, too. Call your
friends...it’s ime to separate
bermen from the




GamePro staffers Francis Mao,
Janice Crotty, Matt Taylor, and
Lawrence Neves teamed up to
whitewash the opposition in
the “Bomberman 93 Battle of
the Magazines,” sponsored by

TTland its Duo version of the
game (see CES News, August
'93). Can Super Bomberman
pass muster with these Bomber-
maniacs? Team Bomberman
battled it out for bragging rights.

Offensive Bombing

methodical, so your strategy
has to match the fast-on-your-

This rip-roarin’ Bomb-fest is
loaded with some of the
coolest options and the most
challenging levels ever seen in
a puzzle/strategy game. It's an
explosive, scream-filled E-ticket
ride on a TNT rollercoaster.
Although there are features here
from TTI's Bomberman '93, this
game has a different feel. The

men Your opponents will never know
action is more frantic and less

A Whole New Way
to Bomb

By Francis Mao

Super Bomberman's best fea-
tures are its new power-ups

full-screen explosions, and a

forit.

nﬂpane'nfs. Bomb the Warp

Zone of Battle Mode.

and levels. You'll geta b|as§ gut
of the Skates for faster mobility,
Boxing Gloves to punch Bombs
over walls, a Super Flame for

Detonator for setting off Bombs
at just the right time. The new
levels feature such challenges
as raining Bombs and Tractors |
that sweep Bombs off the screen.
The SNES controller is not
as responsive as it could‘have
been, but the new graphics and
weapons more than make up

Holes. If you position Ihenj righi!
three full-flame Bombs will chain
react and explode over al{ the
Warp Holes at the same time.

ind of
PROTIP: If you're the kl;ﬂd o
Bomber who needs fo be able to
ee your player on the _screen,
fian’}; play as Mr. Blue in the Warp

laying it and standing on it for

Bomb will stun them and they
won't be able to get away!

1 Came, | Saw,
I Bombered
By Mat Tayior

Is that a Bomb in your pocket,
orare you just glad to blow
me up? It’s Super Bomberman,
and it rules! Well...almost.
Someone should gift-wrap a
Bomb and mail it to Hudson

b | Soft for leaving out the fifth

player in this version, especially
since the Multitap can support
five players! Even without the
extra competitor, though,
four-player play is stimulating
and fun in this version. | love
being able to incubate Bombs
and then punch them, kick
them, or detonate them!

FFTTTTTTT]
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PROTIP: Incubate a Bomb by

a few seconds, Just before
the Bomb explodes, kick it

at an enemy. It'll explode in
their face!

PROTIP: For a sure kill, incu-
bate a Bomb and then punch it
onto an opponent. The falling

PROTIP: The Tractors in the
Flower Zone won’t hurt you,

You can fake out an opponent by

laying a Bomb right under the
Tractor as it passes.

September 1993

PROTIP: If you have only one
Bomb and your opponents are
loaded with them, grab the
Skulls until you get Diarrhea
(uncontrollable Bomb dropping)
and then spread the joy. Your
opponents will panic and blow
themselves sky high!




By Slo Mo

Put away the base-
b ball cards, recycle
the sports pages, and trash
those Major League score
books. Super Baseball 2020 by
Tradewest presents robotized,
bionic baseball in a fast-pace
SNES sports game that dishes
out the basics - pitchin’, hittin’,
and catchin-and that’s all.

Play Robo-Ball!

Super Baseball’s setup is simple.
You can play in two leagues,
each with six teams. In single-
player games, you take on the
computer in a league champi-
onship on your way to the
World Series. Two players just
play a single-game contest. The
computer's just average compe-
tition, so two-player games are
Wwhere the action is.

SNES Game ProFile
Super Baseball 2020
By Tradewest

Ignore this game’s high-tech
flair and you get a solid game
of baseball. However, tradition-
alists and stat-junkies may pre-
fer to attend other ball games.

sloae
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You're in the Robo Leagues now!

Super Baseball's bright, col-
orful, nicely animated graphics
hold their own in any league.
The sounds hit about

=)

Ny =

.220. Although the swish of
the bat and the thunk of metal
connecting with the ball
sound good, the incessant
techno rock soundtrack
belongs in the Minors.
= i

e E—

Nice catch!

Be a Hitter

The draw in Super Baseball is its
high-powered offense. You play
with a behind-the-batter per-
spective. The diamond is famil-
iar, but fair territory is humon-
gous! Foul territory is reduced to
amodest piece of turf surround-
ing the batter’s box. To further
juice the “0," long balls ricochet
wildly off the stands!

PROTIP: Swing slightly ahead of
the pitch.

Despite the firepower, this
is more than just a hitter's
game. You can use the direc-
tional controls to pull mean
sliders and curves. Fielders
can make slashing dives and
outrageously high, rocket-
powered leaps into the air.
However, video baseball vets
may not like the fact that the
computer automatically posi-
tions fielders for pop-ups, fly
balls, and soft liners. The
game's controls put on a
workmanlike performance
turning them into sure outs.

=
PROTIP: Computer batters have
a weak spot. Whether your
pitcher is a right-hander or a
left-hander, move fo the far left
of the mound. Now, pitch at any
speed, but press Left or Right to
make the ball break slightly
across the edge of the plate.

oo @
PROTIP: If your opponent powers
up a batter, be mean and pull an

inentional walk.

September 1993

PROTIP: Better practice your
base-path technique. Learn fo
run back fo the bag. On defense,
Ppractice rundowns.

PROTIP: Get a jump on a rico-

cheting ball. Press the direction-
al pad toward the area where
Yyou think the ball will fand.

What’s the Count?
Super Baseball isn’t much for
stats. Individual Earned Run
Averages and Batting Aver-
ages are about all you get.
Playing baseball for big
bucks takes on an entirely
new meaning in this game.
Hits for extra bases and out-
standing defensive plays pay
cash, which you can use to
add power to batting strokes
or strengthen pitching arms.

The stats are simple.

The Old Ball Game
Super Baseball 2020 has sci-fi
personality, but ultimately it's
still a plain old-fashioned ball
game. It's to video game base-
ball what softball is to hard-
ball - a good game, but the
competition is what you make
of it.



<=/~ seen the same
game before on the Genesis,
SNES owners may find Cool
Spot’s addictive game play
and clean graphics refreshing
and new, kind of like...well,
you know...7-Up.

Out, Out Damn’d Spot
This seven-level, multi-scrolling
commercial for the Uncola
seems like the worst sort of
crass commercialism until you
actually get into the game.
Spot’s little Spot friends are
being held hostage. Sounds
silly, but before you know it
you'll find yourself plugging

One player

8megs.
Avallable September

along and actually caring
whether Spot can free his little
friends in this very cool one-
player action/adventure.

Your task is to free one
Spot buddy per each side-view
level, and they're hidden very
well. You guide Spot across
well-drawn and well-animated
human-size backgrounds, like
a huge tub, a beach, a perilous
pier, and in between the walls
of a house. The game play is
simple. You hop and jump
over obstacles and enemies,
and search for your friends.
Along the way, you also need
to collect Cool Points, which
are (surprise!) round red dots.
If you collect 85 dots, you go
to a Bonus Level (surprise
again...it takes place in a bot-
tle of 7-Up) to win a continue,
ora l-up.

Other power-ups include
bottles of 7-Up, which help
you regain your strength dur-
ing a level. To see the game’s
Cool ending, you must play
the game on the Hard Mode
and collect all six letters (U-N-
C-O-L-A) from the Bonus Level.

PROTIP: Check the pipes in the

walls for Cool Points. Some

PROTIP: As you go, you’ll find
bubbles that’ll take you for a ride.
These bubbles often lead to other

bubbles or time-saving shortcuts.
When your bubble bursts, check

= your surroundings carefully.

Spot needs all the help he

can get as he battles crafty

crabs, menacing mice, terrify-
ing toys, calamitous clams,
and other enemies. Some of
his foes can fire projectiles,
while others just run into him
every which way they can.
Your Cool Spot comes
equipped with some Un-con-
ventional ammo (namely, bub-
ble blasts), which he can spew
in eight directions. The game’s
effortless controls make Spot
easy to maneuver.

PROTIP: Continues are much
more important than extra men
in Cool Spot. Try te end each
level with at least 85 Cool Points
so that you can enter the Bonus
Level and get some continues.

See Spot Run
Cool Spot’s graphics
are very cool, indeed.
As Spot roams the
landscape, his foes are
miniaturized to make
Spot the big man on
can-pus. A lot of atten-
tion was paid to detail; the
hooks laying around the piers
can hurt you, and the mouse
traps will spring you forward if
you hit them in the right Spot.

September 1883

Spot's music is more than
effervescent. The familiar
themes, like “Wipeout” and the
theme to The Magnificent
Seven, are quite appropriate.
You also clearly hear every
pop and fizzle in this game, as
well as the oh-so-cute digi-
tized voices of the Spots.

PROTIP: If you see an enemy just
off screen, but have a barricade
between you and your foe (like
a wall or part of a dock), shoot
the enemy through the barri-
cade. You then won’t have to
fight them later on.

Between a Spot and
a Hard Place

Cool Spot’s only drawback is
one that most gamers won't
mind: 7-Up's game is more
frustrating than Pepsi up your
nose. Limited continues and a
lack of passwords mean you
have to finish the game in one
sitting. Get the picture?

Even so, you'll find this
game fun, and a real challenge
to boot. Bet on the red this time
and save yourselfa Spot. [
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Strap on your crash
helmets, racing fans,
there’s a hot new racing game
burning up the SNES. Souped-
up muscle cars, plenty of
twisty, bouncy tracks, and
some of the rowdiest music
you've ever heard make Inter-
play’s Rock "N Roll Racing a
thrilling driving experience.

Let the Carnage
Begin!

This ain't your father’s old-
fashion road race. Rock 'N Roll
Racing throws you onto over
50 futuristic tracks on alien
planets that have
swamps, deserts,
and techno-back-
grounds.

In One-Player
Mode, you choose
your driver from six
raunchy road war-
riors, each of
whom has special
driving skills, such
as quick accelera-
tion or jumping abili-
ties. You select a car
and arm it via an
Options Screen, then you take
on three challengers in a quick
sprint. Versus Mode pits you
against a friend and two other

Rockin’ music and rollicking
races on alien
Rock ‘N Roll Racing a winner,
especially when you're racing
against a friend,

Guninl Ffackr Challege

s@Ew.

0 ki

$50.95 Autoracing
Two player

8megs
Available September  Passwords

cars in a frenzied split-screen
race. Adding to the excite-
ment are all kinds of danger-
ous obstacles, like Slip Sauce
and exploding Scatter Packs,
strewn across the track. Sun-
day drivers, stay home!

PROTIP: Choose a bright color
for your car. Black cars can e
hard to see against the dark
backgrounds.

GAMEPRD o

By winning races you earn
points toward higher levels.
You also earn money, which
enables you to purchase cus-
tom accessories for your car.
Among the available arma-
ments are Lightning Nitro, Bear
Claw Mines, and heat-seeking
Sundog Beams. Hitting Button
Y fires these weapons through-
out the race, but it's not always
that easy to pull off when con-
centrating on steering. The %-
overhead view makes cornering
tough at first, especially
through traffic, but eventually
you'll be sliding into turns like
a pro and firing at enemies like
Mad Max. Try not to be dis-
tracted by the colorful, imagi-
native graphics around you.
Keep those eyes on the road!

PROTIP: Learn to accelerate
through turns by sliding info
them.

from your enemies. They’re easy
targets for your weapons.

September 1883

PROTIP: Use your ammo spar-
ingly to have enough to take out
the lead car late in the race.

Racing Rock ’n’ Roll
A car race never sounded so
good. The soundtrack
explodes with appropriately
rowdy classic rock songs,
supercharged burners like “Bad
to the Bone,” “Born to Be Wild,”
and “Peter Gunn.” Even without
lyrics, these blazin’ tunes will
have you jamming the pedal to
the metal. Amplifying the
intensity is the impeccably
recreated voice of Larry “Super-

mouth” Huffman (the most
familiar racing announcer in
the country), who continually
updates race positions. You
also get various sound effects,
like clanking metal and
screeching tires, to put you in
the high-octane mood.

Gentlemen, Start
Your Carts

High-speed combat, colorful
graphics, and rollicking music - -
hey, what else do you want
from a racing cart? Interplay
makes sure you get your
money’s worth by even adding
some extra surprises (see if
you can figure out how to get
one of the Lost Vikings to drive
your carl). Rock "N Roll Racing’s
gonna drive you wild. 1



CHIPS & BITS Inc

PO Box 234

Rochester, VT 05767

BUY 4 IN STOCK GENESIS OR SNES GAMES GET 1 FREE*

Call 802-767-3033
Fax 802-767-3382

GENESIS HARDWARE

Genesis Fighting System $119
G-nesis CDPlayer  $249

6 aunon Power Stick  $34
6Button Control Pad ~~ $19
Ascil Pad 6 Bution $28
Competition Joystick 74
Genesis Activator

Menacer w/ Terminator 2 $54
Pro Action Replay §79
Remote Control Pad  $38
Sega Virtual Reality ~ $89
Super Jo-Jo $39

Teleplay System $95
GENESIS ADVENTURE
Addams Family
Advent Willie Beamish CD: us
Aero the Acrobat
Aladdin
Allen Vs Predator 46
BOB. $43
Batman Retums CD  $43
Batman:Revenge of Joker $43
Bubsy
Chakan The Forover Man $44
Channel X Cl $49
Chester Cheetah 52
Chuck Rock 1 or 2 $49
Clifthanger $49
Cool SPOT $46
Dashing Desperados ~ $46
Dolphin $42
Dolphin CD $44
Dracula 52
Dracula CD 52
Dragons Lair CD $49
Flashback $57
Fiintstones s42
High Seas Havoe $46
$49

nerdiio Hoke

jana Jones C! $43
Jurassic Park
Jurassic Park CD $49
Keeper of the Gates __$49

Last Action Hero (cart/CD) $52
Lethal Enforcers wigun  $49
Night Trap CD 9
Outof this World D~ $49
Pink Panther

Rebel Assault 9
Robocop vs Terminator $49
Rocket Knight Adventures $44
Rolling Thunder20r3  $49
Shinobi 3 $46
Sonic the Hedgehog 3 $49
Spiderman & X-Men  $46
Spiderman vs Kingpin CD $43
Splatterhouse 3

Star Trek Next Gen CD ~ $49

Strider

T2:Arcade or Judgement $43
Technoclash $43
Terminator CD $49
Time Trax $4¢
TimeGal CD

$49

Tiny Toon Adventures  $43
Toe Jam & Earl 2 $43
Wolf Child (cart or CD) ~ $45
EN $46

Young Indy Jones Chron. $43
Zombies Ate My Neighbor $46
GENESIS STRATEGY

$59
Breach $49
Dragons Fury 2 $46
Dune CD. $49
General Chaos
HUMANS 1 or 2 $49
Jeopardy 1 or 2 $49
Monopoly
‘Shanghail 2 $44
Soldier of Fortune $54
Sonic Spinball $43
jper Conflict $49
Warrior of Rome 2 $54
Wheel of Fortune 2 $49

[GENESISROLEPLAYING

Battletech (cart or CD) ssz
Dan( w

S‘
Dnnqon Mm skull Kp CD $44
Genghis $59

Phantasy Sars 64
Pirates $49
Romance 3 Kingdoms 3 $59
Shining Force $54
Sorcerers Kingdom $49
Star

Y $59
Warrior of Rome 3CD  $52
Wrath of the Gods. $52

GENESIS KICK & PUNCH

Fatal Fury 1 or2

Final Fight CD $43
King of the Monsters

Mortal Kombat

Pit Fighter 2 CD

Real Fighters CD
Street Fghtr 2 Champ Ed  $64.
of Rage 3

$44
$56
Mortal Kombat CD $46
$54
$43

$56
GENESIS SPORTS

Bl Walsh Coll FB $49

Bowling 6

Brett Hull Hockey $56

ulls vs Blazers 46

Bulls vs Suns $49
Davis Cup Tennis

$46
ESPN Baseball or FB__ $56
ESPN Baseball or FB CD $52
Hardball 3
Joe Montana FBCD ~ $46
King Samon $44
Legends of the Ring  $49

Madden Football 93 or 94 549
Mike Ditka Power FB 2

Mutant League Football

NBA Jam Session $54
NFL SportsTalk FB 94  $49
NHL Hockey 94 $49
PGA Tour2 9
Pele Soccer s52
RBI $44
Riddick Bowe Boxing  $49
‘Tecmo Super Bowl $59

‘Tecmo Super NBA 54
Tony LaRussa Ult BBall  $52
WWF:Royal Rumble ~~ $49

SNES HARDWARE

Super Nintendo System sus

Championship Joystick

Comp Capcom FP Stick sss

Fighter Stick

Game Genie b

Pro Action Replay 79

Super Advantage $44

Super Jo-Jo

Supr MutiTap & Bmbrman $54

Teleplay System $95
SNES KICK & PUNCH

At of Fighting $59

laze $46

BattleToads/Dble Dragon $54
layfighter

Fatal Fury 1 or2 $59

Final Fight $54

First samunl

$49
King of the Monsters 2~ $52
Mob Rulez $49

§ and sleeping

GENESIS"

spit  of
Dilophosaurs.

‘JURASSIC PARK'
s two games in one.
As the dinosaur
‘Raptor’, rampage
across the island

the paleontologist
‘Grant, arm yourselt
with tranquilizers,

gre-

nades to dodge the
jaws of the T-Rex
and the paralyzing

the
$46

=5 arcade action

‘MORTAL KOMBAI

is 16 megs of kick
and punch violence
straight from the ar-
cadesintoyourGen-
esis system. Fight
yourwaythroughthe
Shaolin Toumament
and defeat six differ-
ent warriors to ad-
vance to the finals to
battle Goro, the four
armed behemoth
and Shang Tsung.
Knock an opponent
offthebridgeintothe
spike filed Pit. True

T

$56

other player.

‘STREET FIGHTER
2 CHAMPION EDI-
TION' brings 12 of
the toughestfighters
from around the
globe together. Be-
come one of the &
challengersorone of

tial arts action,
Choose from any
fighter with their own
uniquefighting style,
fight against com-
puter or against an-

$64

‘LEGENDS OF THE RING' brings together eight legendary
Each

SNES ADVENTURE

ActRaiser 2 $54
Aladdin $59
Al $46
B.OB. 349

Barbie
Batman:Revenge of Joker us
Batlle Clash 2

Battle Toads 554
Blues Brothers s52

Buge Bunry Fampage _ $54

Capt America & Avengers ssa
Chester Cheetah 2
Chuck Rock 1 0r 2
Clifthanger s52
Cool SPOT

$49
Daty DuckMarvn arfan $52
Dennis the Menace

Dracula
854

Eek the Cat s52
Family Dog $49
$54

Flintstones 52
0o Troop $54

Home Improvement 9
Incredible Crash Dummies $49
Incredible Hulk $54

Inspector Gadget $49
ichy & Scratchy $49
James Pond 2 $49
Joe & Mac 2 $54
Jurassic Park $59

Kitaro's Adventure $54
Last Action Hero s52
Lawnmower Man $49
Mario & Wario $49
Mr Nutz 52
Nosferatu

opeye 52
Ren & Stimpy Show ~~ $52

Robocop Vs Terminator 549

Star Trek

Sunset Riders

Stper Emphs Sk Back sss

Super Godz

Super Maro Misas  Si0
$49

Super Troll Land

Super Widget $49
Superman $49
Swamp Thing $49
T2:Arcade Game $49
T2:Judgement Day $54
TazMania $52
Time Killers

Time

Slip
Zombles Ate My Neighbor 549

SNES STRATEGY

Castles $54
Future Zone $54
HUMANS $49
Mario is Missing $49
Metal Marines $59
Pac Man 2 $49
Railroad Ty

jcoon $54
Rom. 3 Kingdoms 20r3  $59
‘Shanghaii 2 $46

Sim Ant 54

Super Batleship 546
ftopia ss2
SNES ROLE PLAYING

Dungeon Master $59

Equinox $52
Eye of the Beholder $59
Golden Empire $59
King Arthur/Knight Justice $56
Lord of the Rings $54
Lost Mission $52
Ogre Battle $49

2;‘,:‘;‘0&““"" :f; fighter uses his own unique style. Train ight, and dodge the [l Pcian of ek Water ,2
Streetfighter 2 Turbo E4  $64  blackout punch in the Battle of Legends mode. $54 W Runes of Virtue $54
Super Ninja Boys $46 Secret of Mana $59

ighter $ Seventh Saga $56
Uttimate Fighter $56 LAK H per Valor $49
WCW Super Brawl $49 His1 .add';  Ultima 6 $59
World Heroes 66 AKS19 Tsttom+ 52 a.add. Handiing S1 per shipment. Warrior of Rome 3 $54

SNES SIMULATION

Battle Cars $49
Choplifter 3 $46
Desert Sword $54
Falcon 3.0 $54

tor s52
Jaguar Racing s52
King of Rally $49
Mechwarrior $49
Micro Machin

s $49
Nigel"Mansell WC Racing $54
Pacific Theater ogem.omss

River Raid

Rock & Roll Racing us
Super Air Diver 54
Super Batle Tank 2 $54
Super Chase HQ $49

Super Off RoadBaja  $52
Top Gear 2

Tum & Bum:No Fly Zone  $54
Wing Comm. Secret Miss $52

SNES SPORTS

Baseball Stars 2 $54
Brett Hull Hockey $56
Bulls vs Blazers $54
ESPN Baseballor FB $56
Football Fury $46
Legends of the Ring ~ $54
Madden Footoall 94 $54

Mecarobot Golf $52
Muhammed All Boxing ~ $49
NBA Jam Session $62
NHL Hockey 94 $54
NHL Staniey Cup $49
Riddick Bowe Boxing  $52
Tecmo Super Bowl $59

WWF:Royal Rumble 59

Game Gear System  $129
Mortal Kombat

vs Terminator ~ $32
WWF: Steel Cage Challng $32

Neo Geo Gold System ~ $569
Count Bout $199

3

Fatal Fury 2 $199
View Point $199
World Heroes 2 $199

*FREE GAME OFFER

Buy any 4 in stock games and

change or cancellation without
notice. Valid from Auguest 1
through September 30 or while
supplies last.

GENESIS

Exte, lobal laditors, Light

Force, Power Pad, Vallis,
Where in the World is Carmsn
San Diego, Young Galahead,
Ys3

SNES

Ascil Pad, Darius Twin, Gradius

, Harley's Hunmongous Ad-
venture, Raiden Trad, Rock-
eteer, Super Ghouls & Ghosts,
Xardion

TERMS & CONDITIONS
Visa & MC Accepted. CODs $6.
Checks Held 4 Weeks. Money Or-
ders Treated as Cash. Most tems.
Same Day. Shipping times.
not queranteed.  Defectvee re-

Price,

offer & -vnl-bllliy -ublul i
ehange.

SEPGP 1
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Tis the season for
B4 fighting games,
thanks to the Street Fighters
and Mortal Kombats of the
world. Throwing its hat into
the 16-bit ring is Art of Fight-
ing, Takara's new beat-em-up
for the SNES. Don't let the
hype about the other games
make you overlook this gem -

it looks like it packs a wallop! - “Every time 1 9o o this restz,
ko \ a fight breaks m" ﬂa’fvmde‘rlra”t’
Art of Street Fighting it's empty,”

Fans of the NeosGeo arcade
original will be thrilled with
this new cart. All the thumb-
busting action of the coin-op
has been retained. Want
more? Takara has thrown in a
few surprises, as well. Once
again, Ryo is duking it out
with the toughest fighters of
South Town as he searches for
his kidnapped sister. This
time, though, there are eight
additional difficulty levels that
have never been seen before.

Three-round battles will
bring out the best in Ryo and
his opponents, all of whom
are armed with a variety of
special attacks and secret
skills. Ryo had better watch
that Ultra-Drop Kick and the
Attack of the 100 Blows, or
he’s gonna eat pavement! For-
tunately, he has some moves
of his own, including a taunt
that makes attacks less effec-
tive. To beat all opponents,
however, he'll have to master
the unique Super Attacks.
When he does, he'll get the
biggest surprise of all, one
that involves another Takara
fighting game, Fatal Fury.
Sound intriguing? We won't
spoil the surprise.

“q thought | tvl yau'a m
! ore
Barry Manilow Piano music!”

Graphics Violence
According to Takara, Art of
Fighting takes advantage of
every graphic trick in the
book. The sprites will be large
and well animated, the back-
grounds detailed and imagi-
native. You'll see zoom-ins
and zoom-outs, just like in the
movies, plus a full rainbow of
dazzling colors. Add in the
stereophonic “sound of vio-
lence,” and Art of Fighting just
may be a masterpiece in the

My fist bone’s connected 10 YOUT gy riglht, Robert, therp 7 making! @
face bone. crack in the ceiling!” Art of Fighting by Takara
Available October

GAMEPRD < Seplember 1883 83




YOU'RE IN FOR A

SHOCK, WEBSLINGER!

BLAST MASTER

WITH OPTIC BEAMS!

MOLD

UNLEASH YOUR
LIGHTNING STORM!

OUTRUN THE
LETHAL DOOMBALL!



X-ACT YOUR REVENGE!

X-MEN" X-CITEMENT X-PLODES WHEN
YOU TEAM UP WITH SPIDER-MAN" FOR
THE FIRST TIME EVER
IN ARCADE'S REVENGE!
NOW ON GENESIS !

THE SPIDER SLAYERS ON GAME BOY*!

EDVINGEE .
s N

Spider Man®, X- t d Marvel i  Inc., and are used with permission. ©1993 Marvel Entertainment Group, Inc.
Al rights reserved. Flying Edge™ s a division of Acclaim Entertainment, Inc. TM & © 1993 Acclaim Entertainment, Inc. Al ights reserved. LJN is a registered trademark of LIN, Ltd. © 1993 LIN, Ltd. Al rights reserved.




Kirby's back, and

B4 the NES has him.
Already a Game Boy legend,
the rotund puffhead comes to
the 8-bit system with six,
count 'em, six big megs of
action! If you aren’t yet a fan
of Nintendo's Kirby, you will
be once you start playing this
addicting game.

You Are What You Eat
Everything that made the
hand-held Kirby’s Dream Land
enjoyable has been retained
and improved in Kirby’s
Adventure. He still lives on the
distant Art Deco-inspired star
called Dream Land, and he’s
still battling his archenemy,
King Dedede. This time the

Graptics

50
$39.99
6megs

Avallable now

King has split the Star Rod into
pieces, which means nobody
in Dream Land can dream at
night. Only Kirby can find the
missing pieces in this side-
scrolling search that takes him
through seven immense levels
and into combat with dozens
of imaginative enemies.

As in his Game Boy debut,
the Kirbster still runs and
floats across land and sea,
Hoovering up enemies and
blowing them back out against
oncoming attackers. He also
swallows points, extra lives,
and health-restoring foods. A
major enhancement over the
Game Boy version is Kirby's
new ability to adopt his ene-
mies’ powers when he devours
them, meaning Kirby’s now
armed with Hammers, Fire-
Balls, Lasers, Porcupine-Nee-
dles, and over a dozen other
abilities. A large display across
the bottom of the screen tells
you at a glance what ability
Kirby's sporting, as well as his
number of lives and your over-
all point total.

 back and grab the
in Doorway 6 before you
ont the fwo bosses at the
f Level 3. Dodge the falling
the fiery beams while
the bosses.

ying a
the

uick D
word “

Ilen layiy
sure Kirty dnezt‘?tymg i e i

b/)mi), or it's kapo,

PROTIP: Avoid the sleeping ene-

mies. If Kirby sucks them up,
he’ll snooze, too!

Dreamy
One of the best parts of this
game is its overall look. The
detailed monochromatic back-
grounds on the Game Boy
now explode with color on the
NES. Hidden caves, desert
pyramids, and churning
oceans abound in the wonder-
ful world of Dream Land. The
special effects are, well, spe-
cial. Pick any level, and you'll
find innumerable graphic
flourishes. For instance, as

i
»

accidentally sz,
e llow 5

om,
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Kirby walks around the brick
Butter Building in Level 3, it
rotates past him (a rare effect
in 8-bit games). Also check out
the gorgeous flowing foun-
tains in the Grape Garden, or
the darkened castle chambers
that only get lit when Kirby
swallows a light. The only
complaint is with the sprites:
They're often too small to iden-
tify, and you miss some of
their humorous details.

PROTIP: Once you're inside the
first doorway of Level 4, contin-
e right until you see blocks
that form a cross pattem.

Blast *em and youw’ll find a
secret Bonus Level.

PROTIP: Defeat the Level 4 Boss
by swallowing the high-jump
icons and firing them back at
the boss’s eye.

PROTIP: Stay close to and level
with the Level 5 Boss. Swallow
any projectiles he throws at
you, then spit them hack at him.

i e

SOORE : 6039380
PROTIP: The UFO power-up in
Level 6 gives Kirby three kinds
of beams to fire. You can arm
yourself with any of the three
depending on how long you hold
down the B Button,

In addition, the sounds add
a symphony of delights to the
game. Each character has its
own signature squeak, and
the music changes with each
new encounter.

PROTIP: During the maritime
mishaps in the Orange Ocean,
look for hidden doorways scat-
tered throughout the entire level.
Kirbeus Maximus

Each level offers three Bonus
Games: Crane Fever (the famil-
iar carnival game where you
pick up items with a crane);

GAMEPRD o

Egg Catcher (face off against
the King in the ring); and the
hilarious Quick Draw Kirby (see
who'’s got the fastest Button A
in the West). At the end of the
game, after you've defeated
King Dedede, expect two more
rounds of wild shoot-em-up
action. Whatever the challenge,
Kirby's up to it, because the
game’s simple controls enable
him to move easily and react
quickly. In fact, the controls are
as well-rounded and smooth as
Kirby himself.

September 1883

Grading on the Kirby
Kirby’s Adventure is as good
as the 8-bit Mario games,
which is great news for NES
owners. Now, instead of look-
ing longingly at 16-bit sys-
tems, you can look in wonder
upon the marvels of Dream
Land, a place of endless fun
and adventure. @
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Dinosaurs ruled
the Earth for 120
million years, give or take a few
mil. That lesson in longevity
wasn't lost on Ocean when
they put together Jurassic Park
for the NES. Not only have
they revived the dinosaurs,
they've revived a tried-and-
true game style for this solid
adventure cart.

Don’t Get Angry,

Get *Saur

Jurassic Park is an action-
packed, overhead-view shoot-
em-up based loosely on the
hit movie of the same name.

B oo One or two players can star as
Y o T dinosaur hunters.

‘ ‘ YY) ‘ ‘ There isn't much mystery
here. Your task is to return the
Park’s prehistoric inhabitants
® to extinction as you save your
friends Tim, Lex, and Ellie. To
progress through the Park’s
six levels, you have to gather
Dinosaur Eggs, which reveal
computer Key Cards that open
gates in the Park.

PROTIP: You can’t enter the
Park’s buildings until you
collect all the Dinosaur Eggs
outside of them.

NES Game ProFile
Jurassic Park

PROTIP: If dinosaurs are about
to trap you, get to a computer
terminal, You’ll be safe there.

JURASSIC PARK

A

To keep the action maxxed
out, the cart’s overrun with

Jurassic critters. The movie’s

saurian stars are all on hand -
Raptors, Spitters, and baby
Tyrannosaurus rexes. The
dinos either chomp you or
spit poison on you. Herds of
stampeding Triceratopses and
nasty adult T. Rexes are a few
of the boss challenges. With no
passwords and no continues,
plan on being dead:meat often.

PROTIP: Be cautious around trees,

A-Hunting You Will Go
In this game, you have to be
quick, or you're dead. The
cart, however, does give you a
fighting chance. You're armed
with a powerful dinosaur gun,
but you have limited ammo.
PROTIP: Gonserve ammo., It

only takes a few shots

to waste most
dinosaurs.

g

PROTIP: You shoot from your
right shoulder. Some dinosaurs
have the same quirk ~ they only
spit from their right side.

If you don’t want to take a
shot, the crisp controls enable
you to make some nifty open-
field moves, too.

PROTIP: If you can, run to save
Yyour ammo.

T. Rex likes you...for lunch!

Dinosaurs represent a
design by Mother Nature that
worked for years. Jurassic Park’s
graphics represent a similarly
venerable NES design. The
dinosaurs look pretty good
and the animation is quick.

JP doesn’t pump out much
for your ears, though. The
sound effects are adequate,
but the music’s fossilized.

0Old, but not Forgotten
Jurassic Park is a wild shoot-
em-up that ought to make
many gamers recall the good
ol' NES days. Maybe you've
got a bone to pick with the
vicious dinosaurs of
the movie? Just
park Jurassic
into your
system. @




Are you ready for a reckless race that's like nothing you've ever experienced? DASHIN' DESPERADOES pits you against
afriend or the computer in a split-screen speed contest that puts a whole new perspective on “getting ahead”!

Will and Rick were best buds until Jenny came to fown. They've been rivals ever since — and now Jenny's dad
has given her a frip around the world for her birthday. Will and Rick are both defermined to go along as her
bodyguard, and they'll do anything fo top each other!

From the deserts
of the Southwest to the icebergs of
the Arctic, through shark-infested seas and
haunted ruins, you'll need your fastest
footwork, your wits, and a few handy bombs
to keep Jenny safe and sound — and to
leave your opponent in the dust! So you'd
better get dashin’, desperadoes — and
may the coolest cowdude win!

GET THE ADVANTAGE!
Call the Data East Tipline

Dat st Ush o, 1650t S, i o, 85125 1-900-454-5HELP

95 first minute/75 each odditional minute
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are gonna get their
money’s worth in this awesome
new fighting game. This much-
anticipated sequel to World
Heroes looks better than the
original, as you'll see for your-
self in the gorgeous animation
and quick game play.

Warriors, Come Out
and Plaaayaay

World Heroes 2 by SNK is a
one- or two-player side-scrolling
beat-em-up that busts bones,
hammers heads, and flails
fists with the best of them.
This game has more moves
than a high school senior, and
just as much energy.

-

PROTIP: Now Rasputin can do his
Accelerator move in midair. This
gives him an advantage over
projectile-throwing opponents.
Jump over what’s thrown, then
spin, just in case your opponent
goes airborne.

World Heroes 2 is an awesome
fighting game that is more
than Mortal and may take a

Gaphics _ Sound

50 50

& B
e
Beat-em-up

One player
Avllable now

 Neo-GEOPROREVEW

Ryoko, know that she has no

projectile moves, but she’s very
fast and she tosses opponents
easily. Move her close to her
opponents so that she can
throw her weight around,

Your task in the game is
simple - become the champi-
on World Hero. In this sequel,
you fight as one of 14 differ-
ent fighters. Six new combat-
ants include Captain Kidd,
who sends a shamanistic
shark after you, and Eric the
Viking, who chills you with an
icy crystal move. The eight
original World Heroes charac-
ters also have enhanced abili-
ties. For example, K. Dragon’s
moves are faster and Janne’s
sword-slashing moves are
new-and-improved. Some of
the moves from the original
game have also been given
new joystick and button con-
figurations, so old Heroes will
have to learn new tricks when
they brawl in this game.

Don't let the bruising chal-
lenge deter you. The controls
are as easy to learn as the
moves are fun to execute. Each
character responds instantly to
Jjoystick movements, and the
buttons can easily be com-
bined for a variety of attacks.

PROTIP: You are most vulnerable
right after you've thrown some-

thing. Enemies can jump over = i

your projectiles and hit you N
before you even know what’s ‘ »
happening. Don’t throw any-

thing unless you're far away

from your opponent. 1

The game also contains
some of the wildest and most
arbitrary combos ever seen
in a fighting game. There
are easy ways to score
three-, four-, and five-hit
moves that are strong
enough to send any
bruiser to the trau-
ma center. The
action, though, is
quick, fierce, and
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World Class

Nothing can touch this Neos
Geo game as far as graphics
go. Al of the original back-
grounds have been redone,
and redone very well, in this
146-meg cart. Some of the
wild backgrounds and imagi-
native animated scenes may
actually distract you from the
fray. Monkeys fall from the
ceiling during one fight, a head
rolls from a skeletal onlooker
during another, crazed ghostly
natives dance furiously around

! N well-balanced. No easy kills

b here. Street Fighter may have
to move into the suburbs now
that the masters of mayhem
are back on the block.

PROTIP: Think you want fo throw
someone? Be careful. If you're
too far from an opponent to
throw them, your throw button
(€) will cause your character to
taunt their opposition, leaving
them open for attack.

The sounds in this game
 will soothe your cauliflower
ears. Every wild yell, every
death screech, every groan of
pain comes across beautifully
and clearly, as if your oppo-
nents were buying the farm
right in your living room. The
music also fits each stage
well, ranging from wild jungle
pounding to sleazy back-alley

PROTIP: As a rule, the bigger
Pplayers are slow. If you pick the
biggies (J. Carn, Muscle Power,
Capt. Kidd, Johnny Maximum,
etc.), be prepared to use several
dashing moves to get from one
end of the screen fo the other.

v!i’\

il I

(LN F {8

PROTIP: Brocken can shoot
missiles from his knees, Watch
out for them when you're
crouching!

PROTIP: When you get close
(and I mean real close) enough
fo throw your opponent, make
sure you repeatedly tap the C
button. Some players can escape,
even reverse a throw.

PROTIP: You can toss your oppo-
nent’s projectiles back at them.

A Moveabie Fist

You'll enjoy the fast pace and
easy-to-use controls of World
Heroes 2, which are superior
to its predecessor’s. SNK's
really refined the details that
are usually overlooked in
fighting games, like hitting
range, blocking, and accuracy
in projectile throwing. This
game is a lot harder to play
through, though, than the
first one. If you think you're
gonna fly through these levels,
get set for a crash-landing.
You'd be lucky if you saw the
ending to this game in your
lifetime. If you want to see the
World, you have to get past
the Heroes. @

9
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*{9 After making more
) e

<& political maneuvers
than a senator up for reelec-
tion, Capcom finally released a
home version of Street Fighter Il
Champion Edition. The only
catch is that you better renew
your visas (and your Visas) if
you want to buy this game.
SF II CE hit the streets on June
12, 1993...in Japan. Published
by NEC, this 20-meg TurboChip
superpower is up and fighting
on the PC Engine and PC Engine
Duo systems (Japan’s equiva-
lent to the U.S. TurboGCrafx-16
and Duo machines).

PC Engine Game ProFile
Street Fighter Il
Champion Edition

(By NEC)

$100+ (approximate
U.S. Importprice)
20megs
Avalable now
nJapan

Oh Say, Can You GE?
Capcom has pushed the PC
Engine to a new level of excel-
lence. While this version can’t
touch the SNES Turbo edition,
it more than holds its own
against other competitors. In
fact, in almost every aspect it
seems superior to the 80%-
complete Genesis Champion
we previewed in June. However,
that could change as Capcom
upgrades the Genesis version
with better graphics, sounds,
and Turbo features.

This cart is a religiously
faithful conversion of the now-
classic arcade game. You get
all 12 World Warriors, (includ-
ing playable bosses), character
vs. same character, the new
moves, arcade-quality endings,
eight difficulty settings, and
two of the three bonus stages.

This version even steals
one of the best features from
the SNES edition: the Vs. Mode,

~ with its handicap settings and

stage selectability.

Pick a fight in Vs. Mode.

The graphics are strikingly
colorful and detailed, especially
by PC Engine standards. There
is a tiny bit of flicker, but it's
so minimal that you'll need an
eagle’s eyes to spot it. While
the audio’s not without some
distorted PC Engine twings and
twangs, overall the sounds are
surprisingly clear and accurate.
ALL the voices from the arcade
are present (even “Perfect’ and
the name of the country). The
music’s even based on the

original arcade soundtracks,
not the reorchestrated music
that's found in the SNES cart.

Recolored back-
grounds and new

clothing colors high-

light CE’s visual appeal.
Although there are still
only four elephants in
Dhalsim’s stage, you can

now hear them trumpet
during battle!

A Boss By Any

Other Name

The big news about SF Il CE is,

of course, the most-requested

feature: You can play as the

bosses. Balrog,
Vega, Sagat,

and

M. Bison
come packed with all their
power moves from the arcade,
plus Balrog’s 60-second Final
Punch. You even get Re-Dizzy
Combos, which aren’t found
in the SNES Turbo version!

Here's a great bit of SF II
trivia: You'll notice that three
of the boss names are reversed
when compared with the U.S.
versions of SF Il. Why? Origi-
nally, Capcom of Japan named
the boxer M. Bison to parody
his resemblance to Mike Tyson.
However, the pugilist's name
was changed to Balrog in the
U.S. edition, possibly as a pre-
caution against a Tyson lawsuit.




In all Japanese versions of Street
Fighter Il, M. Bison is Vega, Vega
Is Balrog, and Balrog is M. Bison.
Sagat, however, Is still Sagat. Got
it? Good!

Besides the bosses’ name
changes and the Japanese win/
lose text, there would probably
not be any changes made to
SF Il CE if it were to be
released in the U.S.

Firing Up the
Six-Shooter
Luckily, NEC released a
six-button controller for
near-flawless SF control.
Arcadiacs will miss
the joy of sticks,
especially when exe-
cuting Zangief's
Spinning Pile Driver, but
otherwise the pad is no
problemo. Without the
new six-shooter, howev-
er, the game is practical-
ly unplayable because you
must press Select to
switch between punches
and kicks.

There are several six-button con-
trollers available for the PC Engine
SF Il CE. Our favorite is Hori’s
Fighting Commander PC with
rapid-fire and slow-mo options.

You Said It Couldn’t

Be Done!

SF Il CE is a resounding blow
to critics of the PC Engine’s
technical capabilities. If only it
had Turbo features, this game
would be all it could be! The
complete package could cost
well over $150, as you'll need
to buy the game, a PC Engine
cart converter (PC Engine
games are incompatible with
the Duo and TG-16 cart slots),
and at least one six-button
controller. Even if this cart’s
immigration papers haven't yet
been signed by TTI, you'd be a
wise World Warrior to put it at
the top of your TurboGrafx-16
or Duo hit listt [
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Ken’s gonna Ryu the day he messed
with Ryw’s new invulnerable
Hurricane Kick.

A Spinning Guile Driver? Zangief
now bounces enemies to safety
so as to not cheese them over

and over with his Spinner.

7| PROTIP: Use Sagat’s double-hit
Roundhouse Tiger Knee or his
standing Roundhouse Kick just
as Guile lands from a missed
Flash Kick.

>, abrief instant and throw a

Chun Li’s gonna break some necks
with her Flipping Neck Breaker.

PROTIP: After you nail a dizzy
enemy with Ryw’s or Ken’s three-
Fierce Fireball Combo, hesitate
for an instant and throw the Jab
Dragon. You'll probably pop them
as they try to counterattack.

PROTIP: To do Bison’s Seven
Hit Re-Dizzy Combo, use a
Roundhouse Slide to get close
over a fallen, dizzy opponent.
While sliding, Charge Back for
the Scissor Kick. Throw three
Ducking Jabs, stand to throw
another Jab, then do the Scissor
Kick. Duck and toss a Strong
Punch. Finally, hesitate for

standing Forward Kick.

PIlePap m:es in a corner
with Honda’s Moving Hundred
Hand Slap.
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seen anything quite like it.

he circus starts out inno-

cently enough, with Aero
soaring through the air in a
series of aerial somersaults.
This is gold medal stuff, fans.
He flips, zips, hurls and whirls
through the air, as the audience
gapes and gasps in amazement.
“Aero the Acro*Bat is a totally

circys. “F(g a little bat|
's act 1S base

sility and?\ai" e
uently buzzs hea o it
aDS from trape?®
et e
uzzes theaudience, Lt ?gllow
Spoyy;, As the audience
holds their collective breath in
silent amazement, at times the
only sound is Aero’s high-
pitched squeal of delight as he
prepa < €S gyt ON€ othis now-
fa  moyg po " ives,
Even 1€ Othey circus per-
formers g9 'O watcPAero.
This reporter noted clowns,,
magicians and evep Mgt
operators from \P° ‘da b 4
gathered und”’ g

;‘-\“.A]‘ l

fun, but then it got weird,"
recalled circus janitor Al Artus.
“I thought that little bugger was
gggina bite it, all right,” added
anette Hyssong, circus vendor.
eaping from a towering, g,

2, One of the platforms
rigged with explosives ...
which threatened not only J8
super bat, but the entire audience
as well! “I thought I'd wet my
pants,” complained Karen
Shadley, a shy young girl who
had traveled all the way from
Illinois to see Aero the AcroeBat
perform. “When that platform
disintegrated, my life was in
Aero’s hands.” Capable hands
indeed, as it turned out.

ded in darkness as the

leaped to safe-
2 and still man-
eeosrand with a flourish!
ut it was only the beginning.
[ ) Not only did Aero have to
protect the audience from the
danger of falling debris, he had
to protect himself from the “bad
boy of the big top,” the evil, dia-
bolical and just plain mean
Edgar Ektor. This ggy must
really hate batgZ A

y. An 's not
abos\ L0 stop gy ACro —and
the circus—are get" ©Veq, gtor

* phag employe g , ream Of dirty,
“nasty filthy, scheming nogood-

niks © help him carry out his

T

ysteriously mal-"

plan. Clowns that can literally
make you laugh to death. Not
to mention whipping
spiked balls that can do seri-
ous damage. Or a psycho
madman named Marko, who
Sorstar ,\,‘{’.Ehoots him self out of
8 "€ acrazed kamikaze.
en't eve, mentioned
/,,‘ R6und tightropeballeri-
t /OVes to SAUISh bats.
X @9‘ a\\a“dflll/
you’ve read this far, yo
qualify as a real fan of Aer
the AcroeBat. And if you're
3 ] one of the
first 100

b

phone number to Aero’s Secret
Offer, Sunsoft, 11165 Knott
Avenue, Suite A, Cypress,
California, 90630, we’ll send
you a free copy of the Aero the
AcroeBat video game. Please
specify Super NESor Sega
Genesis format. But hurry up
and do it. Only people who
read this far will know about it.
Now back to our story.

he evil Ektor carries a lot of

emotional baggage. Ac-
cording to Bruce Reilly, crimi-
nologist and noted circus buff,
Ektor L'
was ban-
ished
from the
circus
years Jgji
ago after endangering the lives
of his fellow circus troupe




Ektor had placed on the floor
and roof. He spun, drilled and
flipped his way past an om’\-\S\‘
ing convoy of Ektor's hen¢
man/¥A he  finished them ofp
> / @ish! The audzenc
eir money's WOF!I)
Tcus. Because th
ued 1ight on to t/;
Aero kept Tight o
e _—-low, disarming hundreds
for the now-terrified audi, | of booby traps on the fairground
ike squirting | ence even while the sickoZ 5 | ridezmand saving thousands of
woars, glue | saboteurs tijed toysli ; n the process. In the
: oY time, many circus goers
ow, ~ Jihd themselves locked in ani-
cages, their fate yet to be
and dynamite in [@crmined by F'tor. “We had
ktor hadn’t Kt gone dowr “>hme cot-
st : candy when this horri-
gly slimeball grabbed
us from behind!” re-
*lled Tad “Smiley”

members. Allegedly,his i inng_ | vWed ap 40 ¢k by Waldo, the
cent pranks and praC“Cﬂljokes wicked, whipping lion tamer
took a decided\y tWISted it when Aero gy, ooped from the air
and he en_]oyed \“{\\Cﬂ“gpam oo defigy punched the muscular
and 3 ing op circus pes” | Walg into a pulp. “Tt started
ZOrmess 20d audience members | out as the coolest circusg
aljke, "EROF Was a re ally, really | he said, “but then thg
sick little bg,, » said Alison | bodies flying everywhe@
Qumon the renowned perform- | the fleas from the flea e
poodla trainer who worked | were into demolition.”

' Ek{Juring the early cir- ero continued to p

2 ere’s grease

Wil
brainy

membei we didn’t even get

promised\ /e n candy,” he added.
and their owni goorter, the climax of
they bagged the W Psebe big top”
But Aero the . e of
a licking and ke o . 4 c
ing. Using sizea = “\m g Lot 1 p to

and 2 \{ A eet! P om
here the amazing acro- The
7pnd himself negotiat e Hiabo-
less series of trampg - b nt, in-
nding far into the Bt makes
ing force . . . all Al paeile Aero to
diding becoming 2§ ) W a fight to
1shkebab on hidden sp1 bf which is
dished {(gF°4 appalling.
was re: The winnel lcolossal clash

o SUNSOFT o
David Siller, who hlmself sur- turned out to be (continued)

AERO THE ACRO*BAT is a trademark of Sun Corporation of America. SUNSOFT® is a registered trademark of Sun Corporation of America. © 1993 Sun Corporation of
America. Licensed by Sega Enterprises, Ltd. for play on the Sega™ Genesis™ system. Sega and Genesis are trademarks of Sega Enterprises, Ltd. All Rights Reserved.
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Bill Walsh Scores Big
in College Game

Bill Walsh
College
Foothall

By Athletic Supporter

Yes, you’re experiencing déja vu!
Slam Bill Walsh College Football
into your Genesis and you'll get the
distinct feeling that you’ve played
this cart before. Know what? You
probably have.

With a few exceptions, Elec-
tronic Arts’ Bill Walsh College
Football is much like any of the
John Madden Football install-
ments. You get advice from an
expert (in this case, the legendary
Stanford coach), you call plays,
you get a behind-the-line view of
the game and passing windows at
the top of the screen.

Who else but Walsh would you want
to coach a college football game?

You'll especially love play-
ing with EA’s new four-player
adapter. Using the 4-Way Play,
four gamers can team up against
the computer, go 3-on-1, or 2-on-
2. When you team up, you'll have
to communicate with your partner
to make sure his receiver will go
where your quarterback expects
him to. Such teamwork adds a
great new strategic element to
the game.

h EA’s new adapter, you control
four players, identified by the black

numbers under them.

You get a full playbook’s worth
of plays to call, both on offense
and defense.

The Old College Try

Bill Walsh College Football
features 24 all-time great college
teams, plus 24 top squads from
the 1992 season, all competing for
a national championship. Since
Bill Walsh is not licensed by the
NCAA, however, some team
names are fictitious. (Here it’s
College Station, not Penn State.)
Still, you'll be able to pick out
your favorite players by their jersey
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colors and numbers, and the teams’
strategies closely parallel their
real-life counterparts — Miami has
a high-powered pass-oriented
offense, while Alabama has its
smothering defense.

PROTIP: On defense, stop passes
with the Bump and Run. To knock
the intended receiver off his pass
route, have your DBs bump him at
the line of scrimmage. Watch the
zebras, though, they'll sometimes
throw a flag.

PROTIP
a tackl

High-step your way out of
grasp by pressing C.
PROTIP: On the Triple Option,
pitch the ball when your quarterback
is about to be tackled and your tail-
back will have more room to roam.
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Bill Walsh vs. John Madden
Walsh and Madden may be similar
games, but Bill’s got some advan-
tages that the pros don’t. Walsh’s
graphics are a little sharper, and the
game play is smoother and more
responsive. Walsh also puts you
closer to the field, which makes
the easy-to-control players larger
than Madden'’s, but not as fast.

Thankfully, EA kept the
sound effects and the crowd noise
to aminimum. You still get all the
grunts and hard hits, but none of the
repetitive, mind-numbing sound-
track found on other football carts.
PROTIP: Don’t always run your
offensive plays to the wide side of the
field. The computer tends to compen-
sate for this strategy.

The Walsh Report

Walsh himself offers some expert
text advice, and you can check out
position-by-position comparisons
with the Team Matchups feature.
This cart also supplies you with
plenty of team and game stats, but
some might miss Madden’s indi-
vidual breakdown. There’s even
an improved instant replay feature
in Bill Walsh that gives a reverse-
angle view, S0 you can now see
the replay from the defensive side.

Heisman Winner

Bill Walsh College Football does
have its minor problems, but
don’t let that stop you from play-
ing it. Electronic Arts has done it
again — this cart’s in the running
for the Heisman! [

Gophs  Soomd  Coonl Funfacla Chalenge

29

Available now




Bill Walsh Talks College
Football - on the Screen
and on the Field

Few coaches have garnered the
laurels that Bill Walsh has. As the
head coach of the San Francisco
49ers, Walsh built the dominant
pro team of the 1980s and won
three Super Bowls. After a stint as
an NBC announcer, he returned
last year to Stanford University
(the school he coached in the
mid-1970s) and led the Cardinals
to their first bowl victory in years.
A master tactician, Walsh is rec-
ognized as one of the most intel-
lectual coaches in the game.
Walsh’s latest endeavor is
Bill Walsh College Football, a
new Genesis game by EA Sports.
As a contributor to the game’s
design, he has special insights
into its creation. In a recent inter-
view, we asked him about the
game, and his coaching career.

GamePro: Why did you decide to
work with EA Sports to develop a
video game?

Bill Walsh: EA has the most
complete and thorough video
games. They're top of the line.
They continue to be updated and
contemporary in what they do,
keeping on the cutting edge of the
industry. It was really a privilege
for me to work with them.

GP: How much input did you have
in Bill Walsh College Football?
Walsh: Since I'm in direct con-
tact with all the universities, [
provided scouting reports on
specific teams and programs for
the game. Overall, I was a coun-
selor on the project, offering my
opinions as to what would be
attractive to gamers.

GP: Do you have a favorite feature:
in the game?

Walsh: I like the Triple Option,
which is totally unique to this game
and will be a really interesting
play to experiment with.

GP: Why don’t pro teams use the
Triple Option?

Walsh: Real-life pro defensive
Pplayers are too fast for this play.
They can often catch up to a
quarterback, and there’s an
immense size difference between
defensive linemen and quarter-
backs, creating a real possibility
for injury. However, I think if a
team were able to use the Triple
Option successfully, it would
force opponents to change their
defensive styles completely.

GP: In Bill Walsh College Foot-
ball, college teams compete in a
national championship. Do you
favor a play-off system or college
football’s current bowl system?
Walsh: I favor play-offs, but it's
awfully hard to do. There are so
many Division 1 schools, and
you'd have to eliminate many of
the contenders during the regular
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season somehow, simply because
there aren’t enough weeks at the
end of the year for everyone to be
in a true play-off system.

GP: How does your video

game reflect your own coaching
philosophy?

Walsh: I thrive on the details, the
strategies, and the tactics of foot-
ball, and this game is really suited
for that. I strongly believe in plan-
ning and preparing, and both of
those features are in the game. I
believe in knowledge - of your
opposition and of yourself — and
that's also in the game. This video
game is really made-to-order for
my style and philosophy.”

GP: At Stanford, do you recruit
players to match your coaching
philosophy, or do you bend your
philosophy to match the talents of
your recruits?

Walsh: Because of our academic
admissions requirements, we can’t
always recruit players who fit our
style, so we always have to adapt
our style to the athletes. Typically,
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though, the players do learn our
system and master it. Stanford's
admissions policies are so tough,
we don'’t get the number of players
other schools do, but I think we do
a good job of coaching and teach-
ing the ones we do get.

GP: You've said that the most fun
you’ve ever had coaching was your
first time at Stanford. How is it
the second time around?

Walsh: Even more fun. I'm not
looking to move to another level
of coaching, so I can just enjoy
what I'm doing now. I really
appreciate the dedication and
talents of our athletes, as well as
their intelligence, which some-
times gives us an advantage over
our opposition.

GP: How do you see the PAC-10
this year, and where do you think
Stanford will finish?

Walsh: I think we' Il be very com-
petitive. No one will be able to
overlook us, and everyone will
have to take us very seriously.

The 25 graduating seniors we lost
were some of our very best players.
We'll be going through a transi-
tion period of working in some
outstanding freshmen to replace
the seniors we've lost. This means
that there’ll be a difference in
maturity and experience on our
team. Still, I do see us finishing
toward the top. I know we're
going to surprise somebody.

GP: What are the main differences
between coaching college football
and pro football?

Walsh: The college coach must
be better organized. A college
coach has over 85 players, where-
as the pro coach only has 50. In
college football, there are time
constraints as to when you can
meet and practice with your play-
ers, so you have to be totally
organized. A college coach also
has to be alert to differences in
maturity. Your entering freshmen
will be coached differently from
Yyour seniors. At the pro level,
you'll work with the same players
for maybe ten years to really
develop their skills. &




NFL Football -
Tastes Great,
but Less Filling

NFL. Football \

By Weekend Warrior

At first glance, Konami’s NFL.
Football looks like an exciting,
graphic-intensive cart with plenty
of bells and whistles, including real
NFL teams and logos. However,
the awesome-looking graphics
quickly become tiresome and
actually detract from game play.
What starts as a very promising
cart ends up as a lesson in frustra-
tion. It doesn’t matter how great
the players look if you can’t find
the ball!

Great Gridiron
Sights & Sounds
NFL Football features some of the
best graphics and sounds of any
gridiron cart. Its extensive use of
Mode 7 rotation gives the SNES a
real workout. The programmers
spared no expense when it came
to details, such as digitized team
helmets, cheerleaders, and mini-
displays of actual stadiums. As
for sound, the music pumps up
the action, the announcer’s voice
is crystal clear, and there are good
sonic details throughout.

A

Isitlive or is it SNES?

The game's problem is the
game screen, which unfortunately
is in constant motion, providing
no established point of view on
the action. For example, kickoffs
appear initially with the kicking
team at the top of the screen kick-
ing down to the receiving team.

However, as soon as the ball is

caught, the entire field rotates 180

degrees, placing the return man at

the top of the screen running

down to the goal line. You'll get

dizzy trying to keep up.
=

PROTIF

n effective onside

Kick, immediately press Kick as soon
as the Kick Strength Meter becomes
activated, then press Left or Right on
the control pad.

PROTIP: During kick returns,
watch for a wedge of blockers to
form in front of the runner. F
to gain the most yardage.
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Mode 7 also intercepts every
passing play. As soon as the QB
passes the ball, the entire field
rotates 90 degrees, following the
ball downfield to the receiver, who
then must run down the screen to
the goal line. Consequently, it’s
very easy to lose track of the ball,
which is already a blur amid the
abundant colors. Moreover, the
closer the camera zooms in on the
ball carrier after a catch, the harder
itis to see the defenders closing
in. It would have been better to
simply keep the play at one angle.

Y. T\

NiAn

<
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PROTIP: Most teams have a weak
pass rush. As the QB drops back,
focus in on your desired receiver
and watch him exclusively as the
field rotates.

Only a Rookie -

To enter the SNES football arena
is to invite comparisons with the
resident powerhouse, John Madden
Football. Although NFL Football
is a well-rounded game with many
of the usual features of most foot-
ball carts, its game play just doesn’t
stack up. Also, its animation is
choppy, the controller interface is
clunky, and the playbook isn’t as
detailed as Madden.
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PROTIP: Your best running path is
to follow another player. If there’s
opposition ahead, he’ll run into them
for you.

Bench Warmer

NFL Football is fun to Look at,
but it’s not as fun to play. Perhaps
some of the special effort put into
the graphics should have been
applied to refining the game play
and the control interface. If John
Madden Football weren’t on the
field, then this cart would have
definitely been a starter. However,
in light of the current standings,
NEL Football is unfortunately
just a good-looking second-

string rookie. @

Price unavallable  Football
Two players

Passwords

Available now




Super High Impact
Delivers a chked Hlt

Super High
Impack Football
By The King Fisher
If you’re bored with all those
strategy-style football games, get
ready to rattle some heads and
kick some butt. Super High
Impact Football for the SNES has
entered the playing field, and it’s
loaded with high-impact action,
starting with the opening kickoff
and ending at the final whistle.

PROTIP: The best offensive pass
play is called “Flood.” If you get
blitzed, pass as soon as the ball is
hiked. If you have more time, wait
about three seconds, pass the ball,
and run for the end zone.

PROTIP: If the opposing team loves
to blitz and you need more time, call
a play like “Double Blast,” which
keeps at least one running back in
the backfield to pick up blitzers.

It’s Up! It’s Good!

Super High Impact Football is a
one- or two-player game that’s a
significant improvement over last
year’s Genesis version. On the
SNES, the game offers better
graphics, hotter digitized sounds,
and, best of all, harder-hitting fun.
You play as one of 18 fictitious
international teams, ranging from
Oakland to Europa. On both

offense and defense, you choose
from an extensive and imagina-

tive playbook that offers 28 plays.

You can also pick the player you
control, which means on defense
you might cover a wide receiver
on one play and blitz the QB on
the next. Players respond quickly
to the controls, too, and you can
even weave through traffic.

While the main object of
the game is to score points and
win, you can also put some awe-
some hits on the opposing team’s
players. Pads litter the field after
a brutal collision. Just be careful,
though, because tempers will fly,
fights will erupt, and winning a
fight for the sake of pride may
become just as important as win-
ning the game.

me hit will get you an Awe-
on the Hit-0-Meter.
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PROTI'P To scorea Wu:ked Hit,
press R or L to activate Turbo Speed.
This enables you to hit a player with
greater velocity.

Quality Ball

The graphics in Super High Impact
are smooth, sharp, and detailed.
The ¥s-overhead perspective deliv-
ers a panoramic side view of the
action. Player and ball movement,
as well as scrolling, are smooth.
Colors are sharp, and player detail
is very good. You can even see a
player holding his knee after he’s
been nailed, and watch helmets
fly after an awesome hit.

The distinct digitized sounds
help to add aggressive character
to the game. You’ll hear crowd
noise, the thud of impact, and
players taunting you with sho
of “Mama’s boy!” The music fea-
tures upbeat tunes that’ll psyche
you up for the game.
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PROTIP: The defensive play called
“Yer Toast” is a good all-around
defensive weapon. It’s particularly
effective if you use your nose tackle
to blitz.

Touchdown!

Super High Impact Football is one
of the rowdiest football games out
there. It’s a must for all football
fans, although experts will quick-
ly blast through the Ultimate
Level. This high-scoring game
offers strategy, action, and fun.
Most of all, though, it delivers
Super High Impact! &

‘Super High Impact Foothall by Acclaim

Two players

Available now




Sporis Insider

Ice Hockey
Heats Up
for the
Winter
Season

By The Locker Room Analyst

Last year was the biggest season
ever for video ice hockey games.
When the ice shavings cleared,
NHLPA Hockey '93 emerged as
the champ, claiming GamePro's
Sports Game of the Year award.
This year’s hockey recruits should
make the ice even cooler!

Brett Hull Laces Up

for Accolade

Brett Hull, the St. Louis Blues’
superstar right-winger, has joined
Accolade’s growing stable of
sports celebs for Brett Hull
Hockey, scheduled for simulta-
neous SNES and Genesis releases
this September. Like its namesake,
this cart could become one of the
all-time greats.

Possibly inspired by NCAA
Basketball (last year's break-
through sports cart) Brett Hull
Hockey features an angled “float-
ing camera” perspective that’s
heavy on scaling (or zooming).
However, unlike NCAA, Brett
Hull’s view is from off the play-
ing field. The sprites may be
somewhat small, but the screen
easily accommodates all the
players. The visuals use Mode 7
on the SNES and software scaling
on the Genesis.

Hull’s Mode 7 camera angle scales
the rink on the SNES.

100

The developer, Radical
Entertainment, videotaped real
skaters, including Hull, and digi-
tized them into short video clips
that appear throughout the game.
You’ll also hear Al Michaels®
running play-by-play commen-
tary. We haven’t seen (or heard)
the Genesis version yet, but the
SNES version we previewed fea-
tured some of the clearest calls
ever heard on a home cart system!

“He crosses the blue line...info the
Los Angeles zone...he shoots...h

scores!” Al Michaels’ pl
comes across loud and ¢

Digitized video clips highlight
the action.

Hull features real city names,
but no real teams or players, aside
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from headliner Hull. Season play,
ranging from 11 to 84 games, is
available, as are play-offs and an
All-Star skills competition.

EA’s Hotshot for *94

NHL Hockey '94 is skating into
EA Sports’ starting position this
November for both the SNES

and the Genesis. Nope, that isn’t
atypo, this game indeed is called
“NHL,” not “NHLPA.” For the
first time ever in this series’ history,
you get real NHL teams and real
NHLPA players.

This one is aptly named, ‘cuz
in NHL Ninety-FOUR you can
play with FOUR players using
EA’s four-player adapter. You
can play any combo of players
including two-on-two, three-on-
one, even four-on-the-CPU. Other
details are hazy, so stay tuned.

Nintendo Sculpts

a Contender

Sculptured Software is the world-
renowned developer of last year's
revolutionary NCAA Basketball,
the sports game that redefined
the use of Mode 7 on the SNES.
Now Nintendo and Sculptured
have teamed up to introduce a
Mode 7 hockey extravaganza, NHL
Stanley Cup. The 360-degree rota-
tional graphics feature a ground-
level camera and massive
character sprites.

rio scores on the
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Hit the ice with Nintendo’s Mode 7
bonanza, NHL Stanley Cup.

As the title implies, Stanley
Cup features real NHL teams and
areal Stanley Cup if you win, that
is if you consider a digitized pho-
tograph “real.” Nintendo boasts
that its players are rotoscoped,
meaning that real players have
been filmed, the film has been
digitized, and the digital images
have been retouched by an artist.
This eyeopener will be skating in
your face this November. [







TACKLE THE BIG

Mutant League Football
om Electronic Arts.
‘or Genesis.
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WIN A MINIOLDSMOBILE

AEROTECH CAR IN OUR Recisre
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£J You've seen the

> movie. You've prob-
ably read the book. Now you
can take the dinosaur experi-
ence with you wherever you
go, thanks to Ocean'’s new
Game Boy version of Jurassic
Park. Unfortunately, sluggish
game play and bland graphics
prove that thrilling movies
don't always make thrilling
hand-held games. A disappoint-
ment? You bet your Jurassic.

True or Fossil
As in the movie, an amuse-
ment island called Jurassic
Park has been overrun by
escaping dinosaur clones, and
it's up to Dr. Grant to save the
day (and the other people in
the park). Unlike the movie, in
this %-overhead-view shooter
Grant is armed and dangerous,
a dino-slayer with an itchy
trigger finger. He roams the
grounds gathering Eggs and
blasting the Raptors and other
attackosauruses with weapons
he picks up along the way. For
info, Grant can access various
computer terminals for a quick
briefing from the film’s Mr.
DNA character.

Regrettably, the movie's
intense action has been lost in
the translation. Grant walks

Tame graphics and tedious
searches make this something
of a disappointment. What you
want (big rampaging monsters)

Isn’t what you get (small, slow-
moving dinos).

Grplics  Sond  Col Fnfactn Chalenge

[ElElele)

e
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ot One player

Pt

along, he hops past small
dinosaurs, he walks some
more, he shoots a bit, and
oh yeah, he walks around.
At the end of the levels, he
stares down a big beastie
or two. There's
an easy raft ride
(cut from the
movie) in Level 2,
but it's not the
exciting drama
we expect from a
Spielberg-inspired
dinosaur game.

PROTIP: ﬂnn ’l lel Grant wander
under the trees. He'll be out of
sight and will likely encounter a
hidden dino or two.

e

PROTIP: Once you've searched
the grounds of Level 1 for Eggs,
go to the two buildings to find
nmore Eggs and the Security
Cards that’ll open the gates.

&
Y

PROTIP: You can eas:ly dodge
the herd of Triceratops at the
end of Level 1. What’s hard is
keeping young Tim out of the
way. Take baby steps to help
him keep up.

GAMEPRD o
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PROTIP: The hardest Egg to find ~ PROTIP: At the end of Level 2,

in Level 2 is the one that’s dodge the huge Tyrannosaurus
buried inside a dense thicket. rex. You’ll find a huge open field
Enter the thicket from the top. to the left where you can run.

PROTIP: Once you have all of
Level 2’s Eggs, go to the second
doorway inside the building for
a river full of surprises.

Dino Sore

Considering what a memorable
visual experience the movie is,
it's surprising how uninspired
the graphics and sounds are
on the Game Boy. Most of the
-dinos are tiny, slow-moving,
and silent. The overhead per-
spective can make objects
hard to see, but much of the
time Grant is marching
through an almost empty
screen. Let's face it, we go to
Jurassic Park to see the big
lizards and hear their mighty
roars. What we get are tedious
searches for Eggs that'll send
you searching for eye drops
instead. If only you got to spend
the game dueling the T. Rex
that makes a brief appearance
in Level 2!
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What we want, and what we
seldom get in Jurassic Park.

T. Wrecks

The Jurassic Park title is enough
to draw attention, but unfortu-
nately there’s got to be more
to make this game exciting.
Passwords would've helped

to skip over the tedious Egg-
searching levels. Jurassic Park
on the Game Boy is a mildly
entertaining place to visit, but
you wouldn’t want to spend a
lot of time there. You'll feel like
this game is 65-million years
in the playing. @
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Ocean’s Lethal Weapon for the
Game Boy combines strong
| graphlcs with fighting excitement to provide

-| plenty of video game thrills.

You play as
either cop
(Riggs or
Murtaugh),
and you

Riggs.
to cover a lot of ground in
Lethal Weapon.

/| When intense close combat looms ahead
Riggs is your man. When you need a shoot-
er, call on Murtaugh.

PROTIP: When your energy meter runs
low, give your cop a rest and his energy
will recharge.

The game sends you on two long mis-
sions. The first takes you from a shopping
mall on to the docks against a gang of bank
robbers. Mission Two involves a freeway
chase and a construction-site shootout.
Along the way, you pick up extra weapons,
although not all items can be picked up by
both characters (only Murtaugh can throw
Packing Crates, for instance). Learning to
choose the right character adds a strategic
dimension.

grounds and

good-size

sprites. The

sound

effects

include a

range of

punches and shots. For a hand-| held game,
there's a lot going on in Lethal Weapon.
Lethal Weapon is the weapon of choice for
Game Boy owners.

hop n bop adventure. Careful though this
game could make you Lurch. Pugsley’s
Scavenger Hunt is strictly for patient gamers
who dig lengthy Mario-style action without

PROTIP: Check all walls
and dead ends for
secret passages.

You play as
s player, side-
game. Your

@ puzzles.
Pugsley in
this single-

® scrolling
action
faskisto
find the rest

||| of the Addamses, who are being held
| hostage througout the family mansion.

Basically, you bounce on enemies to
eliminate them, and there are plenty to hop
on, ranging from a living polar bear rug to

| nefarious knights to scary skulls. At the end
/|| of each room, a boss ghoul guards each
| family member.

least there are lots of hidden rooms and

warp rooms to break up the interior scenery. i

The graphics and sounds in this cart
aren't Game Boy great, by any means.

Pugsley’s a big sprite, but the enemies seem |

alittle dull and uninspired, and the back-
grounds lack detail. The familiar Addams
Family theme is fun, but there are virtually
no sound effects. If you like long and fairly
complicated Mario-style side-scrollers, then
you may want to check out the roomy
Addams Mansion.

“Call TOLL FREE Now!
1-800-GAMES-99
1-800-426-3799
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*Mario Andretti



hen Nigel Mansell entered the world of Indy

car racing, he knew his biggest competition
would be Mario (the driver, not the plumber). In his
debut Indy car race in Australia, Mansell stunned the
racing world by upsetting Andretti, and capturing the
checkered flag. Now you can relive Mansell’s march
to the Formula One crown with Gametek’s NIGEL
MANSELL'S WORLD CHAMPIONSHIP RACING. Every
other racing game for the Super Nintendo is left eating
dust. No other racing game puts you in the driver’s seat
like Nigel. Featuring a first-person hands on perspec-
tive, 16-International Formula One race tracks, totally
customizable Formula One cars, randomized weather
conditions and even audible hints from the man himself,
Nigel Mansell. So, see for yourself why reviewers are
calling Nigel Mansell the best racing game ever avail-
able for the Super Nintendo Entertainment System.

iﬁiigei Mansell's
rid Ghampion

GAMETEK
Drive it Home.

Game Hint and Tip Line: 1-900-903-GAME (4263)
n before calling ¢ Available 24 hours

 80¢ per minute charge * Touch tone phone required ® Minors must have parental permi

Licensed by FOCA to Fuji Television. Source codes 1993 Greiin GraphicsScfware k. Pockoging ©1993 Gometek, nc. Gamele s a registered rodemark of UE, Inc. 2999 NE 1911 Stee, S 500
North Miomi Boach, Floida 33180, Allighsreserved TEM IS A REGISTERED TRADEMARK OF NINTENDO OF AMERICA INC. ©1991 NINTENDO OF AMERICA.




By Rampant Saxon

@ Those famous cat and
mouse antagonists,
Tom and Jerry, are chasing
each other again in a side-
scrolling, one-player Game
Gear cart based on their new
flick, Tom and Jerry - The
Movie. You'd better be a Tom
and Jerry fanatic, though, if
you're going to pick up this
game. Creat graphic renditions
of the characters and playful
Tom and Jerry theme music are
the most exciting elements in
Sega’s cartoon creation.

From Rags to Riches
While prowling through the
attic, Tom (the cat of this two-
some) found a Treasure Map.
Before he could start on his
treasure hunt, though, Jerry
snatched it away and set off
to dig for gold. Now Tom
must recover his road to rich-
es by chasing Jerry through
five stages of action and
adventure that start in Tom’s
house and end in a castle on
a deserted island.

Game Gear Game ProFile
Tom and Jerry - The Movie
(B Sega)

Cuirl_ Funfacr

Cralenge

One player
Continues

ico unavailable
Availabe now
Action/adventure

JERRY

- The Movie

PROTIP: Snag Jerry in the first
stage by searching for two short
platforms parallel to one another.
Pounce from the very right edge
of the right platform onto the
other platform, and Jerry will
spring into your claws.

Cheesy Business
Jerry’s not Mighty Mouse, but
he can take care of himself. To
compensate for his tiny size,
he’s armed himself heavily. As
you chase him, the little guy
throws Cherry Bombs and
plants Land Mine booby traps.
As Tom, you're at a disadvan-
tage, since you only have a
Pounce attack, which sucks
life away when you use it
unsuccessfully.

Jerry is also impervious to
obstacles, such as spikes,
sweeping brooms, and jump-
ing fish, that stand in Tom’s
way. If you haven't caught Jerry
before the end of a stage, you
have the extra burden of trying
to get past Jerry's bodyguards
before you can move on to the
next stage.

Luckily, bonus rounds
between each stage enable you
to add points to your score and
increase your life. You also get

GAMEPRD o

seven continues, though you
probably won't need them.
Despite all of Jerry’s advantages,
this game’s challenge won't
wear down your Game Cear's
batteries. Even beginning
gamers will be able to whip
through this game in one sit-
ting, even on the Hard setting.

PROTIP: If you’re down to half a
heart, you won’t have enough
energy to Pounce, so save your
Pounces or you won’t be able
fo catch that perky mouse at the
end of the stage.
If you're a true Tom and
Jerry fan, you may want to
pick up Tom and Jerry - The
Movie, simply to enjoy its
authentic graphics and sound.
_Even on the tiny Game Gear
screen, Tom and Jerry look
their cartoon best. Sega
included cute Jerry taunts and
Tom holding message plac-
ards, plus the medium-size
sprites run, jump, and walk
smoothly. The quick-to-
respond controls also help to
make their well-animated
movements clean. The low-
action game play may not
keep you running, but the dig-
itized Tom and Jerry theme
songs will at least keep you in
a good mood.
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PROTIP: When crossing the sea
in Stage 3, don’t Pounce from
platform to platform. You'll last
longer if you wait for the fish
to jump, walk into the water,
and then pull yourself onto the
next platform.

Precocious Il critter, ain’t he?

PROTIP: To beat Stage 5’s Snake
Boss, bounce off the third plat-
form, but avoid the skulls.

No Mighty Mouse
Tom and Jerry - The Movie is
only for die-hard cat and
mouse enthusiasts. Although
the graphics and sound might
keep you going, the easy
game play won't make the
game last through nine lives.
You'll have more laughs
watching the cartoon. @
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. THE MEXT GEMERATIO.

Captain Jean-Luc Picard welcomes you, a top-rated cadet at Starfleet
Academy, to the most intense _tra/n/ng session you'll ever experience: Siz ‘7,7
the Advanced Holodeck Tutorial!
The Holodeck’s computer simulations put you at the helm of the Galaxy s “W
Class Starship Enterprise—all of its power and crew await your orders. s -_—
You'll embark on a series of missions assigned by your instructor, S oF =
Captain Picard, but only you can make the life-or-death decisions
required of a Starfleet officer!
With different missions on the NES™ and Game Boy, the possibilities
are as limitless as the universe itself!
Designed by Mark Beardsley & Gregory A. Faccone

~
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aTaCTICaL SYSTONS CNTROL®

» D M N M
An intruder has infiltrated A Romulan armada moves in for The U.S.S. Enterprise™ is

your starship; contact Chief the kill—aim phasers and fire! under attack! Order Lt. Worf
0’Brien to beam it off!

Receive your mission orders
from Captain Jean-Luc

é to raise shields! Picard himself!
= GAME BOY
ABSOLUTE
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NEW \JPDATED ROSTER! ‘
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« DVE OVER THE

In November of 1991 Tecmo launched the original Tecmo Super Bowl. The
demand for Tecmo Super Bow! was so great that most stores sold completely out
of stock within a very short time. We strongly suggest you contact your local game
retailer and reserve your copy now.

Licensed by Sega Enterprises Ltd. for play on the Sega™ Genesis™ System. Sega
and Genesis are trademarks of Sega Enterprises Ltd.

©TECMO, LTD. 1993
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Tecmo Super Bowl for the Super Nintendo Entertainment System is coming this
football season to most video game retail stores. Please contact your favorite TECMO®
video game store for the exact date and your personal game reservation.

oML l&‘u
w‘ * * © 1993 NFLP
" ’ SUPER BOWL and NFL Shield Design are trademarks of the National Football League.
* ©1993 NFLPA
H‘; "ﬂoﬂ Officially Licensed Product of the National Football League Players Association.
™ s ssoct @
Nintendo, Super NES and official seals are registered trademarks of Nintendo of America Inc. ©1993 Nintendo of America Inc. ©TECMO, LTD. 1993
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Hardware, hard-
ware, hardware!

£ There are so many
innovative peripherals coming
out in the months ahead that
consumers may have a hard
time deciding what to buy.
This month, the Lab looks at
a very “innovative” work-in-
progress, as well as two new
multi-player adapters, some
great remote-control joypads,
and virtual reality goggles.

JniDeyelopment;

Who says that you can't take it
with you? Innovation has a
hand-held system in develop-
ment that plays NES carts!
These are the same game
peripheral geniuses who are
readying the Game Wizard
(formerly the Pro Action Replay)
for a future U.S. release. Tenta-
tively called Top Guy, because
the carts slip into the top of
the unit, the portable NES unit
is 9% inches wide x 4! inches
high. It'l play 8-bit Nintendo
games in color on a small LCD
screen (2.25W x 1.6 H inches).
Other features include an RF
cord to connect your portable
NES toa TV, a joy stick connec-
tor for two players to share
the fun, and built-in Turbo and
Reset buttons.

Currently, the Top Guy is
designed to play Famicom
games, but the test unit we
played here at the Lab came
with a converter (supplied by
Innovation) for regular U.S.
Nintendo carts. The picture
is absolutely gorgeous, with
sharp, clear, high-resolution 8-
bit graphics. The sound needs
work, but Innovation assures
us that the entire system is
being revamped. The system’s
name may be changed, so
watch this column
for updates.

VictorMax's Vitua eaity Stummaster

Virtual reality is coming
to home systems...almost.
Scheduled for a September
debut, the Virtual Reality
Stuntmaster by Victor
Maxx is a set of virtual real-
ity goggles that plug right
into your Genesis or SNES.
Victor Maxx claims the
glasses will support games
designed for Sega’s Virtua
VR glasses, which are due
out in December. Like Vir-
tua VR, the Stuntmaster
goggles will also display
existing 16-bit games. Dual
LCD screens and built-in
stereo speakers mean
using the Stuntmaster
could be like wearinga TV
on your face! Stay tuned
for a hands-on...uh, face-
on look in our next issue.

News“,w

Multi-Mania
Two of the best-known
software companies in the
industry, Hudson Soft and
Electronic Arts, have recently
introduced plans for multi-
player adapters for the SNES
and the Genesis.

Hudson’s Super Multitap
is a sturdy unit that plugs four
controllers into the second
controller port of the SNES.
With one controller in the first
SNES controller port and four

in the Multitap, five players
can go head-to-head.

There are no

[ five-player games
currently in develop-
ment, but the Multitap
will be packaged with
Hudson’s 16-bit smash,
Super Bomberman,
which supports four
players. (Check out the

Electronic Arts
415/571-7171
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Super Multitap
| Type: Four-player adapter

System:
| | Features:

415/871-8895

[ R T

ProReview of Super Bomber-
man in this issue.) Square Soft's
Secret of Mana will also sup-
port the 'tap, making it the first
multi-player RPG for the SNES.
The Electronic Arts’ four-
player adapter, called the 4-
Way Play, is a nifty, compact
unit. It has a double-ended
plug that fits directly into
both controller ports on
the Genesis. Once it’s in
place, you plug in your four
Genesis controllers. This
unit is so low profile, you'll
hardly notice that it's
there. There are already
two games available to
support this adapter, Bill
Walsh College Football
and General Chaos (see
ProReviews in this issue).
Both games offer four-
player modes, such as
one-on-three, two-on-
two, or four against
the computer.

Continued on page 114.



AYES! Arm me to the teeth, Enter my one-year
subscription to SWATPro (6 action-packed issues) at the
incredibly low price of $14.97. That's a savings of 50% off
the cover price!
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Alien 3

American Gladiators
Bart's Nightmare
Batman Returns
Battle Clash

Battle Toads

49 B.O.B.

Bubsy
Bulls Vs Blazers
Cocoma Knights

3 Congo’s (IZdaper

Cool Worl
Cybernator

yber Spin
Death Valley Ralley
Dig & Spike VBall
Doomsday Warrior
Dragon’s Lair

FF Mys(ic Quest

47 F Zero

Family Dog

Fatal Fury

First Samurai
Ghouls-n-Ghost
Harley’s Humgus Adv
Imperium

John Maddon '93
Kablooey

Kawasaki Carrib. Chig
King Arthur's World
King of the Monsters
Krusty's Funhouse
Lemmings

Lethal Weapon

Lost Vikings

Magical Quest
Mario is Missing
Mario Paint

Mech Warrior

usya
NHL Hockey '93
Paperbo!
Pitfighter

52
44
51
52
48
50
48
50
39
39
58
40
39
52
50
49

54
47
50

54
60
546

Pocky & Rocky
Power Moves
Prince of Persia
Pugsley’s Scav. Hnt
Pushover

Race Drivin

Raiden Trad

Rival Turv

Rocketeel

Rocky & Bullwlnkle
Sim Earth
hanghai Il
Skulliagger
Soulblazer
Spiderman/X-men
pin Dizzy Worlds
tarfox

M

Street Combat
Street Fighter Il

St. Fighter Il Turbo
Super Adv. Island
Super Double Dragon
Super High Impact
Super Mario Cart
uper Ninja Boy
uper Slap Shot
uper Star Wars
uper Strike Eagle
uper Widget
azmania

'ecmo NBA Basktbll
erminator

‘est Drive Il
Utopia

Vegas Stakes
Wayne's World
Wheel of Fortune
Where Time C.S.
‘Wing Commander
Wings Il

1S
WWEF Il Royal Rumble
Yoshie’s Cookie

Super N. Look for soon

49
50
53
53

3
3

50
53
60
53
52
50

50
50

b4
©

52

Arcus Odyssey
Cool Spot

Final Fight Il
Goof Troop
Grand Prix Chall.
Kendo Rage
Might & Magic Il
Mortal Kombat
Operation Logic
Radio Flyer

T-2 Judgement Day
Top Gear Il
Toxic Crusaders

e :
SPEMTER)

Prices current at printing, subject fo change. Not responsible for fypographical errors. Plus S&H min. $5.00 MA residents add 5% sales tax.

Some ties are not n stock
plea



Continued from page 112.
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Innovation will soon release
the Super Pad, a remote con-
trol joypad for the Genesis.
The Super Pad is a three-button
infrared controller that features
Turbo for all three action but-
tons, Slow Motion, and an
extremely wide frequency
range. GamePro Labs found
that the pad's signal actually
registers from anywhere in a
room and even passes
through walls! The Super Pad
should be a welcome sight to
mothers everywhere who look
disparagingly on cord clutter
and jumbled joysticks.
A Super Nintendo
version is also on
its way.

14

KBM brings arcade action
home. The Arcadian is a
monstrous, metallic six-button
controller for the Genesis. It
will be the first Genesis joy-
stick to feature arcade-style
quality and control. This solid
unit is enormous by Sega stan-
dards (12L x 7W x 2.75H
inches), but its size and
weight actually help create
reassuring control over joy-
stick movement. This joystick
has actually been scaled down
from its SNES cousin (the
Championship Joystick) to fit
more conveniently on your

lap or on a tabletop. The stick

movement is smooth and
responsive. The large, concave
buttons are arcade-quality,
and KBM claims that the but-
tons will “last for ten million
actuations,” which means you
can pound them ten million
times before you notice any
wear and tear! If you don’t
believe us, call KBM.

The Arcadian
Joystick
Genesis

The Arcadian is the
Genesis’ answer 0

18
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Will the real Solar Gear please
stand up?

Last month | got a batch of
bad cheese, which made me
print the wrong picture next
to the description of a great
product. | know that the pic-
ture of the Solar Eoy was not
a picture of the Solar Gear. My
sincerest apologies to Innova-
tion and to my readers. Boy,
do | feel like arat @
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Call 1.800.245.4525 to order

U=l e

your 4-Way Play™ for
only $29.95.




What Firepower! What Destruction!

4a What a Party! It takes a mercenary's
Y

instincts and a warped mind to

command the forces of General

Chaos against General Havoc's storm
9 AN

o
troopers in this manic 1-4 player [| @3°0%¢
v 7

O}

action game. Your enemies are tough-

Remember,

the only rule

is there are

no rules!




Blades of Vengeance
(Electronic Arts)
.

A

TN -‘rg{— ¥

Grab your whetstone, sharpen
your weapon, and prepare to hack
your way through seven intense
levels of action and adventure in
Blades of Vengeance. As you fight
through the caves and forests
of a fantasy world, you'll battle
nasty creatures, such as dragons,
vampires, and zombies. Choose
to play as a warrior, a huntress,
or a wizard, each with their own
unique weapons and powers.
(Available November)

Gauntlet 4
(Tengen)

Atlast, Gauntlet makes its Genesis
debut. Up to four players team up
in this sequel to one of the original
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arcade and NES hits. Thor, Thyra,
Merlin, and Quester are all back
in this overhead-view challenge
that features game play similar
to the original. There are tons of
mazes, and two modes: the origi-
nal Quest Mode and a new head-
to-head Competition Mode.

(Avallable September)

James Pond Ili:

Dr. Maybe’s ting to hook James
Pond once again. In this one-

Awesome Possum

(Tengen)

Acute little forest critter is out
to save all his woodland bud-
dies. No it's not the latest
adventure for the famous
'hog. Instead, it's the adven-
tures of Awesome Possum. In
this one-player, side-scrolling
adventure, you leap and roll
through four areas — the Rain-
forest, a City Sewer, the
Ocean, and a Nuclear Power
Plant. The environmental
theme includes recycling!
(Available November)

ANLAVANANY

Haunting Starring
Polterguy
(Electronic Arts)

‘Guy's got a big problem. His

nasty relatives arranged for his
early demise in order to steal
his inheri Now Guy's

player actic sequel
to the James Pond saga, our hero
senses something’s fishy when
the Doctor tries to monopolize
the world’s dairy market. Things
get pretty cheesy when Pond,
with a little help from his new
sidekick Finnius Frog, has to
head for the moon to recover
the missing dairy products.
(Available Fall '93)

GAMEPROD

back from the grave seeking
revenge as a ghost called
Polterguy. In this one-player,
%-overhead-view, 16-meg cart,
you use supernatural powers
to “possess” 250 different
items to scare your ex-relatives
out of your mansion.

(Available September)

September 1983

A European powerhouse,
Codemasters, brings one of

its most popular Mega Drive
titles to the Genesis. This cart’s
races are conducted with mini-
vehicles on breakfast tables, in
bathtubs, and on the bedroom
floor. Turbopower, obstacle-
ridden courses, and two-player
capability rev the challenge.
(Available Winter '93)
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That flamboyant tennis star,
Andre Agassi, stuck his moniker
on last year's Genesis tennis
cart from TecMagik. Now he’s
lobbing an SNES version into
play. Look for tighter control,
more digitized photos of Agassi
(including the hair), digitized
announcers’ voices, and several
different modes of game play,
including Singles, Doubles, and
the high-stakes Skins Match.
(Available December '93)

Dennis the Menace
(0Ocean of America)

Oh, Mr. Wilson! Dennis is back
ina multi-scrolling action/adven-
ture game based on the upcom-
ing movie. Dennis’s best buddy
Joey and bossy old Margaret
have been kidnapped. As he
searches for his pals, Dennis
makes mischief with water
pistols, peashooters, and a
repertoire of annoying tricks.
(Available September)

The Lawnmower Man
(Storm/TH*q)

Storm is a UK software house
that's teamed up with TH*Q for
its first U.S. release. Based on
the movie that took virtual reality
to new dimensions, Lawnmower
Man mows through a number of
arcade-game play styles, includ-
ing first-person, 3D-perspective
virtual reality-style action.
(Available November)

Mario & Wario
(Nintendo)

Mario’s alter ego and silly neme-
sis, Wario, is setting perplexing
traps for Mario, Yoshi, and the
Princess. Is Mario smart enough
to outwit Wario? Sure, but not
with a bucket over his head. In
this one-player strategy game,
you use the SNES mouse to
qguide Mario’s guardian angel,
who makes sure that Mario
doesn't get into trouble. Since
he can't see where he’s going

GAMEPRD o

because of that bucket, you have
to guide Mario by solving the
puzzles in the game’s 100 stages
(eight worlds).

(Available September)

Here’s an ant farm without all
the mess. You control an ant
colony — building your own nest,
growing your colony, search-
ing for food, digging tunnels,
and fighting off the invading
red ants.

(Available Winter ’93)

Super Mario All-Stars
(Nintendo)

TESTARY
SR, 3

7

It's the ultimate sequel: The
entire cast and crew from the
Mario sagas have been packed
into one cart. Mario All-Stars
has four, count 'em FOUR,
different games: Super Mario
Brothers, Super Mario Brothers 2,
Super Mario Brothers 3, and
Lost Levels. Lost Levels was
Super Mario Brothers 2 in Japan,
which was never released in the
United States! Each of the four
games features redrawn 16-bit
graphics, including cool new

=3

I you like to be in charge, grab
your SNES mouse and prepare
for Dominus, ASCII’s long-
awaited fantasy war game. As
a powerful sorcerer king, you
are a skilled warrior, a crafty

weaver of spells, a master
builder of weaponry, an artful
interrogator, and a cunning
general. The one-player game
play includes a %-overhead
view of the graphic adventure-
style action and real-time battles.
(Available First Quarter '94)

September 1993
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background detailing. It'll drive
Bowser bonkers!

(Available August)
Yoshi’s Safari
(Nintendo,

Set your Super Scope sights on
Yoshi’s Safari. In this shooter
you're Mario, riding high on
Yoshi's back to rescue the
Princess from Bowser. You aim
the Super Scope over Yoshi’s
head and fire at the Koopas and
other familiar Mario bad guys
who come running and flying at
you through 12 levels. This is the
first Super Scope title to use
Mode 7 graphics, and it shows!

(Available August)

Chip N Dale:
Rescue Rangers 2
)

“No, after you.”
“Oh, please | insist.” Those
excruciatingly polite rodents,
Chip and his ‘monk buddy
Dale, are back for a second
NES session. In two-player
action, the daring duo are up to
their cheek pouches in trouble.
Fat Cat, the notorious criminal
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feline, has stolen avaluable gem
Now the boys must hop 'n’ bop
through ten levels of play in

search of the missing jewels in
this multi-scrolling action game.

(Available October)
Indiana Jones and the

Last Crusade
(Ubi Soft)

Prepare for six levels of action
and adventure in this one-player
game starring the whip-cracking
Indiana Jones. Based on the
movie of the same name, this
multi-scrolling cart follows the
adventures of Indy as he races the

Nazis in a quest for the Holy Grail.
(Available Fall '93)

Battie Ping Pong

® 1PLAVER
2PLAVERS

Yup, they can stick anything
into a video game. No more

Mega Man’s not ready yet to
abandon the NES. He’s back
again in his metal suit, going
up against Doc Wily. This

time around, the evil Doctor

robots that he’s created.
Sounds like the same old,
same old, but there are eight
new boss robots. Rush
(Mega Man’s canine com-
panion) also appears in this
cart. Capcom doesn’t mess
with success, and it looks like

worrying about where to put
the Ping Pong table. You'll be
able to store it anywhere with

. this Game Boy cart. One player

can battle the CPU, or two
players can go head to head in
traditional Ping Pong action
against computer teams from
eight countries. Your range of
shots includes slams, hooks,
slices, and drop shots.
(Available Fall '93)
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has (surprise, surprise) they've got another hit on

cooked up a diabolical plot their hands.

involving a team of nasty (Available October)
DuckTales 2

TOU _WANT
o GO THERE,

Unca’ Scrooge is searching for
gold again in this pocket-size
adventure that's an exact trans-
lation of DuckTales 2 for the
NES. Scroogie’s got to search
the world for six missing pieces
of an old treasure map that'll




lead him to McDuck'’s lost
treasure. In this one-player,
multi-scrolling action/adventure
game, Scrooge can use three
new cane power-up adapters
as he races Flintheart Glomgold
for the treasure.

(Available October)

Indiana Jones and the
Last Crusade

Bored with the drudgery of
your daily life? Pull Indiana
Jones out of your pocket and
whip into action/adventure
game play based on the hit
movie. Indy’s got to save his
father and find the Holy Grail
before the Nazis do.
(Available Fall '93)

Mega Man 4

Mega Man is gonna make history
with a fourth Game Boy sequel
(the tenth Mega Man title in the

overall series). This latest hand-
held adventure includes some
of the best and brightest robots,
such as Toad Man, Napalm Man,
and Pharaoh Man, all from Mega
Man 4 and 5 for the NES. As
Mega Man pursues Doc Wily
once again, he’s joined by Rush
(his canine companion), Flip
Top (a cybernetic suitcase), and
Beat (his robotic attack bird).

(Available November)

te-Breaking
La News

Bounce into the future as an
intergalactic bounty hunter
roamin’ the galaxy in search of
interstellar outlaws. The cart's
bundled with the Activator.

(Available December)
Castlevania Bloodlines

(Konami)

Enjoy eight megs of action and
horror when the beleagured
Belmont family tries once again
to end the curse of the evil
Count Dracula.

(Available December)
Fantastic Dizzy
(Codemasters)

Already a popular hero in Europe,
the ever-smiling egg-shaped
Dizzy faces evil spells, mysterious
islands and demanding puzzles
in this new adventure.
(Available Winter 93)

Socks the Cat Rocks
the House

(Kaneko) ;

White House kitty, Socks, stars
in a new adventure. This eight-
meg game will be retitled Socks
the Cat Rocks the Hill for a
SNES release in January.

(Available November)
ToeJam and Earl 2 o, Speed Racer, go! Accolade’s
(Sega) putting Speed back into the seat

of his Mach 5 to race one more

time. He'll take on a track full of
challengers, including Racer X.
(Available December)

The two cool dudes with the
outer space aftitude are back
in a very fresh 16-meg, side-
scrolling action/adventure cart.
Head to Funkotron, where a
bunch of weirdo humans fol-
lowed TJ and E to their home
planet. The boys have to round
up the crazy Earthlings and
return them to Earth.
(Available December)

September 1983
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Battletoads/Double.
Dragon: The
Ultimate 1

1

west)
The Battletoads punch and kick
their way past the Dark Queen
once again, but this time
they're teamed with Billy and
Jimmy Lee, the Double Dragons.
(Available December)

Fido Dido

(Kaneko)

Fido Dido comes to the SNES.
He’s in Never Know Land and
must move through nine
stages to “coolify” the world.
(Available November)

Genghis Khan Il: Clan
f olf

(Koei)

Koei’s latest RPG takes the Mon-
gol warrior, Genghis Khan, for a
romp through Asia. You've got
your own Mongol hordes, brutal
weapons, and even elephants.
(Available October)

Jungle Book

(Virgin)

Virgin's adaptation of The Jungle
Book movie looks incredible.
Although the game’s release
has been postponed until '94,
it'll be well worth the wait.
(Available March '94)

Soldiers of Fortune

(Spectrum HoloByte)

Soldiers of Fortune offers 16
levels of shoot-em-up action.
Arcade warriors can blast it out
using 25 weapons and other
special tools against bad guys.
(Available Fourth Quarter '93)

Steven Seagal
(TecMagik)

One of the world’s most popu-
lar movie stars finally brings
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his box-office clout and martial
arts skills to video games.
(Available Early '94)

Bonk’s Adventure

(Hudson Soff)

TTI's biggest star, the
Bonkmeister himself, is prep-
ping for a crossover title and
his debut on the 8-bit NES.

(Available Winter '93)
Super Buster Brothers

(Hudson Sofi)
Get ready to bust some bub-
bles with those bodacious bad
boys, the Buster Brothers, in
an NES version of the original
SNES and Duo games.
(Available Fourth Quarter '93)

Batman: The Animated
Series

(Konami)

This latest in the deluge of Bat-
man carts is based on the hit
animated television series.

(Available December)

Game Gear.

Sylvester and Tweety
(TecMagik)

Genesis

Aero the Acro-Bat (Sunsoft)
Brett Hull Hockey (Accolade)
Dashin’ Desperadoes (Data East)
High Seas Havoc (Data East)
Landstalker (Sega)

Mortal Kombat (Acclaim)
Puggsy (Psygnosis)
Ranger-X (Sega)

Rocket Knight Adventures
(Konami)

Shinobi I1I: Return of the Ninja
Master (Sega)

Super Baseball 2020
(Electronic Arts)

We're Back (Hi Tech
Expressions)

Sega CD

Dune | (Virgin)

Lethal Enforcers (Konami)
Aero the Acro-Bat (Sunsoft)
Alien vs. Predator (Activision)
Battle Blaze (American Sammy)
Battle Cars (Namco)

Daffy Duck: The Marvin
Missions (Sunsoft)

F-1 Pole Position

(Ubi Soft)

Goof Troop (Capcom)
Hyper V-Ball (McO'River)
Lethal Enforcers (Konami)
Mario & Wario (Nintendo)
Mortal Kombat (Acclaim)
NFL Football (Konami)
Plok (Tradewest)

Pro Moves Soccer (Ascii
Entertainment)

Rock 'n’ Roll Racing (Interplay)
Spellcraft (Ascii Entertainment)
Street Fighter I1: Special

- Champion Edition (Capcom)

Super Aquatic Games (Seika)

Super Baseball 2020
(Tradewest)

Super Battleship (Mindscape)
Super Off Road — The Baja
(Tradewest)

World Heroes (Sunsoft)

Zombies Ate My Neighbors
(Konami)

Nintendo
Battleship (Mindscape)

Star Trek: The Next
Generation (Absolute)

Thufferin’ thuccotash! Sylvester
and Tweety are being shrunk to
fit on a Game Gear screen.
Look for action/adventure game
play with animation-quality graph-
ics. The story line? Cat chases
bird, of course!

(Available December '93)

Game Boy
Mortal Kombat (Acclaim)
Runes of Virtue Il (FCI)

Tom and Jerry (Hi Tech
Expressions)

We're Back (Hi Tech
Expressions)

Game Gear

Andre Agassi (TecMagik)
Mortal Kombat (Acclaim)
Tom and Jerry (Sega)

We're Back (Hi Tech
Expressions)

Lynx
Gordo 106 (Atari)
Lemmings (Atari)

“Coming in September” represents
information available to us at press
time. The list is based on information
supplied to us by manufacturers as
of July 5, 1993. Release dates can
change. Please call manufacturers
for further information.
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This is a curve ball.




This is a cannon.

Humans and robots actually Exploding crackers dot
play side by side. Just be warned, the outfield. Hit one of these babies
the action is so fast and furious, and, suddenly, you realize the.
your control pad might actually bases aren’t the only thing

meltin your hands. that's loaded.



Konan, pitcher, Battle Heroes: 156 mph fastball.
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Just try and keep up with it. ELECTRONIC ARTS

Licarsd by SNK Hom Erersiet, I forpay o the Sags™ Ganess orporstion. S and Genei r rdrmarke ofSega Enterprien L1
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Double your Cybernator con-
tinues with only a pad press
or two. When the Title Screen
appears, highlight the word
Option, then press and hold
Buttons R, L, Up, and Start,
Begin a normal game. When
you die, you'll discover that
your continues have increased
to six.

VIDEO GAME STRATEGIES, WEAPONS, AND) TACTICS,

’s super simple to skip a stage
::\s‘rim% Gal. All you have' to do
is hit Start to pause during any
stage, and press Button C.
You'll instantly zap to the next
stage, complete with all of thp

bonus points you've earned in

Spider-Man and the X-Men:

Arcade’s Revenge
Hero Buildup

REAL MAmr -

Taz-Mania
Super Codes

No more temper tantrums
when you plug in these Game
Genie codes:

Advance to the next level after
one Kiwi: 6089-319C

Start on Act 3, Level 1 4A36-
1140 and 7D36-1110 and
D63F-15C0

SUPERIUmAN g1y 1vres—

Max up your heroes in the Gam-
bit Stage of this tough game. In
Spider-Man/X-Men, you snag
an extra life each time you grab
100 Stars. The easiest way to
build up Stars in the Gambit
Stage is to proceed through the
stage until you reach the fourth
Green Globe. Stand just to the
left of the Green Globe and leap
over it, right off the screen. Try
to land in the same spot that you
jumped from, without touching
the Globe. If you manage to land
in the correct spot, you'll geta
ton of Stars. Quickly repeat this
procedure over and over, and
you should be able to build up
about ten lives before you're
nailed by the giant wheel. If you
repeat the entire procedure
again and again, you can build
up 99 lives.

Taylor Bird, Dallas, TX

kie won't crumble as east- |
ITthV;(e,g you use this round—segct
code to reach Rounds 11-99i th‘;
1o the Option Screen, and sde'
Music to Off and the spee :
High. Choose Round 10, the!

hold Up on your control p;n and
press Select. Round 1T 0 WT‘::JDSE
ange to Round 11.To C
g?\y (?ther round, press Selem,l or
Left and Right on your control
. Surprise!
i Now when you play,
you won't be sorting gookles.
\nstead, you'll be sorting
the enemies from the Super
ario games!
l\S,Ifmlllgsmllmﬂ, Royers Ford, PA
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Cybernator
Grab the Napalm Gun

Here’s a code that enables Ecco
to splash through the briny
deep with sound effects, but no
music. Any time during your
game, press Start to Pause.

times. Press Start again

To grab a super Cybernator
Weapon called the Napalm Gun,
play through the first level with-
out shooting or punching any-
thing. Your score has to be zerg
when you reach the end of the
level. Destroy the power unit at
the end of the level, but don't
damage the gun turrets on either
side of it. If you've done this cor-
rectly, your score will be 2800,
When the game begins again,
check your weapons and you'll
discover that you have a new
Wweapon ~ the Napalm Gun.
Enjoy, but remember that you'll
lose this cool gun when you die.

611172) 71 Then, press Button A five

ST A

George Jones, Salem, OR

to resume play, and the music
will disappear.
Gabe Caviness, Durham, NC

Slip in these codes to_take a
quick peek at some different
scenes in Black Hole Assault. Go
to the Name Entry Screen and
enter the name FOMA. Then,
g0 to Operation BHA and _choose
the name FOMA. An OthIOH : : G
i ear in Japanese. ; 2 ‘ |
gﬁge:snemélf]lleagf the optionsand | : S gaosasr v:g:gstf’%e Sl
different levels from the game  f e p 4
will appear. The further down |3 TN T 225 Liby M
the list you choose, the further |8 : e . o .
into the game you'll see. The | : 2 M,wo” .
final entry shows the end of Mubya il o
the game. s
James Behanna, Painesville, OH Gulf War Day:  7Fg Gaze
: Mission #5
Gulf War Night: 09BD42Fg
Wood: Mission #5
Risky S Cuba Day: FosDsg09
: Mission #7
No Risks A ;
Tae A Jump way ahead in Risky Woods " Cuba Night i
with this trio of Game Genie codes: 8 Wission 45
Master Code (Must be entered): Koiea b
RHST-26WY el
Start on Stage 12: 2T8A-JAG] ’V:(!ssmn #9
and AASA-JASG orea Night- 4HB705EG
Clock never runs down: Dominie cos, Staten Istang, yy

Kid Dracula

Bite into these Kid Dracula

67654475

GAMEPROD
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VIDEO GAME STRATEGIES, WEAPONS, AND TACTICS,
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Journey through Gotham City
with this level-select code. Go
to the Option Screen. When the
Game Type Screen appears,
choose Driving. Press and hold
Left on the control pad and
press B. Move the cursor down
to Difficulty, press and hold
Left again, then press Button
B. Repeat this for each selection
on the Options Screen. Then
repeat this procedure back up
the option list until you reach
Game Type. If you've performed

To reach any stage in Sol-Feace
the easy way, press A, B, C, A,
| B, C, B, C, B, and A at the Title
Screen. If you've performed the
trick correctly, you'll hear a
beep. Press Start to reach the

the trick correctly, you'll hear a
ringing sound, and you'll be
able to alter any option on the
screen. After you've chosen
your options, press Start to
begin your game. When the
game begins, press Start
again to pause, then press But-
fon C. The game will zap

to the next level. Repeat this
procedure until you've reached
the level of your choice.

Dennis

oy

Configuration Mode. Under Exit,
the words “Start and Mode”
should appear. Select Start to
choose any stage, and Mode to
access the Mode Select. You
can also skip a stage during
play. If you're in the middle of
a stage, simply press and hold
Button C, then press Button B.
Continue to hold B and C, then
press Button A. You'll skip
straight to the next stage.

i ith
Hit the lce as the Sky Blues wi j
these Championship passwords:

Vs. the Blues:

Vs. the Pinks:

Vs. the Yellows:
Vs. the Purples:
Vs. the Greens:

Vs. the Grays in the
Championships:

10Q3
2A13
2R93

3AH3

3RQ3

Send Fred anywhere in Bedrock
with this level-select code.
When the Title Screen appears,
simultaneously press Buttons
A, B, C, and Left. Continue to
hold these buttons, then press
Start. Use the directional pad to
choose any of the six levels in
the game.

Raymond Razak, Jamaica, NY

o's an ex-cellent code that
gi?/res the Mutants a bunch Ofme
special options. When the gai
begins, go to the Opt.lons i
Screen. Set the M"s".". o !
and the Sound FX o “21. .

Move the cursor o Exit, t;e“s
simultaneously press Bg 0 ;
A, B, C, and Start. If you've pél
fr;rmed the trick cgrrecﬂy, .
Shannon will say “To0 Easyl.‘
The Cheater Mode Menu i :
appear. You can th_en plgk ?nd—
of the different options, inclu
ing a stage select, maximum
lives, or unlimited weapons.

,,,,,,wm,,mm

Blaster Master Boy

Blast to any stage in Blaster
Master Boy with this easy trick.
When the title screen appears,
choose Continue. Press and
hold Button A, then press
Start. When the Stage Select
Screen appears, use your direc-
tional pad to choose any stage.

Jamie Cogburn, Amherst, MA




You'll be back any time you

in T2: The Arcade Game. When
the Title Screen appears, press
Up, Down, Left, Right, Up,
Down, Left, and Right. If you've
done the trick correctly, you'll
hear the word “Excellent.” When
you begin play, simply press
Start to pause the game, then
simultaneously press Buttons
Band C to skip the stage. You
can use this trick to skip to the
stage of your choice.

Benjamin James, Tulsa, 0K

When you're playing Jordan vs.
Bird in the One-on-One Mode,
press Start to pause the game
when the time hits 00.00 at the
end of the fourth period. Then,
call a Time Out. If you time this
correctly, the game will contin-
ue with 36 more minutes!
Repeat the trick when the time
runs out again, and you'll con-
tinue with 100 more minutes.
Remember that you can't press
Start when you're holding the
ball.

Mitch McKee, Boston, MA

Here are Pro Action Replay
codes that give you infinite
lives and powered-up weapons
for Firepower 2000:
Jegp

| Infinite Lives:

7E60-9A63
7E60-D607
7E60-DA07
7E60-DE07
7E60-E207

#7 Flamethrower:
#7 Plasma:
#7 Laser:

| #7 lonic:
Y| #7 Super Weapon:
like when you choose any level |

Helicopter
Infinite Lives:

#7 Super Weapon: 7E60-E807

Plug in these ProAction
Replay codes and you'll be
virtually invincible in Super
Castlevania |V:

Infinite Hit Points: 7E13-5410

Infinite Lives: 7E00-7C99
Infinite Hearts

for Weapons: 7E13-F214

To check out Aerobiz’'s sounds,
simply wait until the New Game/
Continue Screen appears and
press Select. The Sound Test
Screen will appear. Press Up or
Down on your control pad to
change the sound selections,
then press A to play the sound.
Finally, press B to return to
your game.

The Japanese version of Brawl
Brothers is hidden inside the
U.S. cart. To access it, wait until
the white Jaleco screen
appears, then quickly press
Buttons B, A, X, and Y repeat-
edly. If you've done the trick
correctly, you'll hear a strange
noise and a black-and-white
screen will appear. Press Start
and another strange screen will
appear. When this screen
appears, press Down three
times on your control pad, and
then press Start. When the
Option Screen appears, it will
have the Japanese title in the
background. Choose the type of
game you want and then begin
play, Japanese style.

Rory Ritter, Chicago, IL




Use this SimEarth code to begin
with any of the eight world-
building scenarios. When the
Title Screen appears, press
Start to go to the Main Menu.
Choose Scenario, but don’t
press Start. Press and hold

Batman’s in business with
this trick that gives him nine
lives. Go to the game’s Option
Screen. Then, on Controller
Two, press Up, Up, Down,
Down, Left, Right, Left, Right,
B, and A. If you've performed

| the trick correctly, you'll hear
amusical sound. Go to the

| Lives Option, and give yourself

nine lives.

Ramzi Nuseibeh, Aurora, IN

Buttons L, R, and Y, and then
press Button A. When the Stage
Select Screen appears, choose
any scenario and press Start to
begin play.

Ryan Davenport, W. Hartford, CT

| orissiaipmansas
| Here’s a Game Genie code for
your Super Nintendo that makes
weird stuff happen in Street
Fighter I1. When both fighters
face in the same direction, their
fireballs will ricochet. Each of
the fighters also pulls funpy
faces, plus they'll try to shqe
instead of walk. The code is:
97A6-0767

The code to give Ryu elec-

tric fireballs is: 4536-D46D

Michael Dang, San Francisco, CA

Take on any level and any diffi-
culty in Flashback with this
complete set of codes:

PIXEL
BETSY
PANCHO

INCBIN

Tyrannize the world as Scarlet
(leader of the people) with these

Tyrants passwords:
2nd Epoch/148 Men:
NZUCWTIAEHV

3rd Epoch/184 Men:
ARTCKXKNMND

Normal:
Level 1:
Level 2:
Level 3:
Level 4:
Level 5:
Level 6:
Level 7:
Expert:
Level 1:
Level 2:
Level 3:
Level 4:
Level 5:
Level 6:
Level 7:
Ending Code:

FALCON
DATA
MILORD
QUICKEY
BIJOU
BUBBLE
CLIP

CLIO
ACRTC

4th Epoch/176 Men:
YLGBUMQZKNL

5th Epoch/172 Men:
IHUBUGQULTB
6th Epoch/160 Men:
COCAKLDWEBX
7th Epoch/159 Men:
EBWROLJUHNJ
8th Epoch/163 Men:
QPIAXODAHHM
9th Epoch/143 Men:
ZBLDRNIHGTY
Mother of Al Battles:
CPFDVMRBYST
Herb Courier, Central Point, OR

| Do Mllaveasecm’weam,

Ifyou do, send ittoS.

If we publish it, we|l 5
Shirt! Send your best tj

Game
Secret

W.AT. Pro. Our Pros will review jt,
end you a free GamePro Super
Ips and secrets to:

Pro Magazine

P.0. Box 5828
San Mateo, CA 94402
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=" —Turbo

Special Thanks to Eric Suzuki
of Capcom USA!

Just like the original SF II, the
Turbo edition has a ton of dif-
ferent endings waiting for you
at the end of the road, er,
street. The cart’s much
tougher to beat, but it's well
worth it when you see all the
cool art that Capcom added!
Here’s what you have to look
forward to when you finally
put M. Bison in his place.

Beat the cart on Level 4 or
higher, and you'll get the
familiar personalized ending
sequence. The text is the
same, but notice that Capcom
redrew the art to match the
arcade game. If you win with a

Level 1-3

boss, you'll see the all-new
endings, straight from the
coin-op!

Level 4 or Higher
(Turbo)

There's an extra surprise in
Turbo Mode - a cool plat-
form graphic!

Level 7 or Higher

The names behind the game
reveal themselves when the
. credits roll on the harder set-
tings. Notice that several of
the names have changed from
the original SF II. Wonder if
Capcom of Japan had a staff
reshuffle? Also, you'll observe
that all the World Warriors
(including the bosses) fight in
the background. Their moves

change depending on the
mode you've selected (Turbo
or Normal).

Level 8

If you can beat Level 8 in either
mode without losing any con-
tinues, you'll get an all-new
credits sequence. It's the same
as the CE arcade game’s end-
ing, except the digitized pro-
grammers’ faces are missing.

Level 8

(No Rounds Lost)

THIS IS THE ULTIMATE CHAL-
LENGE! If you beat Level 8 in
either mode without losing a
single round, you'll get a spe-
cial reward. We won't ruin it
here...good luck!

Level 8 (Normal)

MY DOM'T YOU TRY THE
HARDER DIFFIOULTY LEVEL?

Nope, no difference here.
You're just gonna have to be a
man (or woman) about this
and try a harder setting!

Level 4 or Higher

If you beat Normal Mode (Champion Edition)
on Level 8, you get a digitized CE illustration
depicting Ryu and M. Bison.

Level 8 (Turbo)

If you can beat Turbo Mode on its hardest set-
ting, you'll see the Turbo box art from Japan,
which has been digitized into the game.
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IBM to Manufacture Atari’s Jaguar

64-Bit System to
Debut in October

The company that started it all
now has the backing of “Big
Blue” for its next offering in the
$5 billion video game sweep-
stakes. Atari Corp. contracted
with the personal computer
industry giant, International
Business Machines Corp.
(IBM), to manufacture, pack-
age, and distribute its forthcom-
ing Jaguar, a 64-bit multi-
media entertainment system
that is set to test market in New
York this October at a $200 sug-
gested retail price. The 30-
month contract is valued at
$500 million.

Prior to the IBM deal, all
Atari products were assembled in
Asia. IBM5 Charlotte, North Car-
olina, manufacturing facility will
handle the job, a first for IBM to
manufacture products for a com-
pany other than itself. According
to IBM director of manufacturing
Herbert L. Watkins, “Everyone
expects IBM to manufacture
complex information technology

134

products, and with the Jaguar,
welll show that we can competi-
tively build a sophisticated con-
sumer product.”

In a related story; Atari has
announced another key part-
nership with Time Warner,
Inc. Time, the worlds largest
media and entertainment com-
pany, will make its library of
video clips available to Atari
and its licensees for Jaguar
game developement.

The Jaguar is a 64-bit
RISC-based system that features

24-bit graphics, a custom audio,

chip, and other heavy-duty
capabilities, like texture-map-
ping. The initial software offer-
ings, called MegaCarts, will
include Battlezone 2000,
Tempest 2000, Cybermorph;
Alien vs. Predator, and
Jaguar Formula One
Racing. The system will
include one game and a 10-key
Power Pad controller. Acces-
sories, such as a CD player
(reported to also be $200), will
be sold separately:

New NES,
Sega Systems
on their Way

The newly configured Sega
Genesis and Sega CD are
slotted for a midsummer release.
The CD unit will be priced
at $229, which is a reduction
of $70. The Sega CD must still
be purchased separately from
the Genesis.

The new NES Basic,
another redesigned home sys-
tem, will retail for $49.95 (the
same price as a Game Boy!),
and is slated for a fall '93 release.
The system comes with one
controller and no games.

Capcom Prices SF I
Home Carts at $70,
Readies “Super”
Arcade Game
The new Street Fighter Ils are
gonna take a shot at your wallet,
but the blow won' be as deadly
as originally thought. SF 11
Turbo (SNES version available
now) and SF Il Special
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IBM’s Chariotte, NC, facility will manufacture the Jaguar.

Champion Edition (Genesis
version available in September)
will both retail for $69.95,
which is $5 less than the street
price of the original SF I when
it was released in July '92.

In a related story, reliable
sources tell us that the new SF
arcade game (working title,
Super Street Fighter II)
could be arriving in the arcades
as soon as this October. The
main attractions are four new
characters, dubbed Fay Ron, T.
Hawk, Dee Jay, and Cammy.
Other possible features include
new moves for all 12 original
‘World Warriors, all-new back-
ground graphics, and Q-Sound.

The Sega Channel
Tunes In

If you're a video gamer and a
cable TV subscriber who’s des-
perately seeking the Sega
Channel, your wait may be
over. Even as you read this,
Sega’s firing up its Channel in
12 test-market cities around the
U.S. Plans call for the Sega




Channel, a joint operation with
Time Warner Entertain-
ment and Tele-Communica-
tions, Inc., to go nationwide
by January '94.

The testing phase began in
August and will run through
November. The initial test sites
include Hoover, AL; Canyon
Country, CA; Sunnyvale, CA;
Lichfield, CT; East Lansing, MI;
Salem, NJ; Buffalo, NY; Port-
land, OR; Kingsport, TN;
Reston, VA; Charleston, WV;
and Cheyenne, WY.

Subscribers will be able to
choose from a selection of popu-
lar games, special versions of
soon-to-be-released games, tips,
video game news, contests, and
Sega promotions (of course).
The game menu will include
sections of educational games
and special interactive games for
children and their parents. The
Channel’s content will be re-
vamped every month.

Sega isn't stopping at the
U. S. borders, either. Look for
overseas news when the system
launches.

Apple’s
Interactive TV
Apple Computer, Inc., has
announced that its planning to
market EZTV, an interactive
television service that will offer
consumers such services as sta-
tistics during sports broadcasts,
guided real-estate tours, and the
ability to program your own
regular TV lineup. Apple is con-
sidering a price of $500, with
availability scheduled for late
"94. Industry analysts are quick
to point out, however, that
Apple has yet to announce any
alliances with cable operators,
phone companies, or on-line
interactive service

Sega plans to tour seven Six
Flags theme parks around the
country this summer and fall.
More than 24 games will be dis-
played, including NFL Foot-
ball '94 Starring Joe
Montana, World Series
Baseball, NBA Action '94,
and Greatest Heavyweights.
In addition to playing the
hottest Sega Sports games, park-
goers will test their skills at vari-
ous real-life sports contests.
Players will kick field goals,
shoot free throws, pitch base-
balls, and slap-shoot hockey
pucks. Famous local celebrities
will also attend. For more infor-
mation, call Segas game-coun-
seling line at 415/591-7529.

According to its constitu-
tion, G.E.A. hopes to “unite
electronic gaming enthusiasts,
and to foster and promote the
appreciation, knowledge, and
enjoyment of electronic games,”
including cartridges, CDs, and
PC games. In addition to the
newsletter, plans call for a con-
vention to be held at the Bat-
tletech Center in Chicago to
coincide with next years Sum-
mer Consumer Electronics
Show, which is also held in
Chicago. For more information,
contact Eric Longdin, 19 Ver-
mont St., Methuen, MA, 01844.
Membership costs $10 per year
and is payable to GEA.

More Hollywood
Connections

The movie capital continues to
expand into the world of elec-
tronic games. Now Crystal
Dynamics has announced that
it will also be lunching in Holly-
wood soon. The Silicon Valley-

Fanzine Editors
Form National
Gaming Club
Following the recent dissolution
of the NAEGE (National
Association of Electronic
Gaming Enthusiasts), three
leading fanzine editors have
formed a new club to promote
the interests of video game fans
across the country. The G.E.A.

Sega Sports Tours
Amusement Parks

As part of Sports Illlustrated
magazine’s Sports Festival,

( of
America) is lead by Chris John-
ston (editor of Paradox), Andy
Saito (editor of Totally Super
NES), and Nathan Hauke (editor
of The Video Game Revolution).
GAMEPRD o

based entertai software
company has just hired a top
studio exec, Twentieth Cen-
tury Fox’s CPO, Strauss Zel-
nick, to become its new pres-
ident. Zenick plans to bring his
film expertise to 3DO games,
and eventually onto the 32-bit
platforms.

At Deadline

Acclaim has put
a chokehold on
wrestling games
with its new long-term agree-
ment with Titan Sports, Inc.,
makers of World Wrestling Fed-
eration games. Thanks to this
alliance, Acclaim has two more
wrestling games coming out to
form a formidable tag team
with its successful wrestling
line: King of the Ring and
Super Wrestlemania, one
of Acclaim’s first Sega CD
products.
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Core Design,
British makers of
Chuck Rock, Jaguar,
and Wolfchild, is jumping
across the pond. U.S. power-
house Tengen has just signed
an exclusive deal to market and
distribute Core Design games in
North and South America.
Chuck Rock I for the Game
Gear should be the first Core
Design release in the states, fol-
lowed by Bubba and Stix for
the Genesis and Sega CD in
early '94. (This is a correction to
our Overseas Prospects report,
August'93).

Fantastic plastic:
Revell-Mono-
gram, the world’s
leading manufacturer of plastic
model kits, is ready to release
Power Modelers, a line of
new kits that combine model
building with video games.
With this $70 CD-ROM soft-
ware, players construct, paint,
and race an accurate 3D image
of exotic European race cars.
The packaging also includes a
plastic 1:24-scale model of the
car. Two other lines of models
for PCs, Backroad Racers
and Hi-Tech Aircraft, are ult-
mately headed for the Sega CD
by early '94.

Build and race the car of your
dreams with Power Modelers.

Speaking of cars,
look who else is

motoring into the
video game arena: The Ford
Motor Company, which
announced this summer that it
will produce games. What does
this mean? Racing a Taurus
against an Escort? Oh boy.




1f you build it, theyll
do the research:
Konami, makers of
such famous games as Teenage
Mutant Ninja Turtles, Tiny Toon

Bill White, former
director of market-
ing and corporate
communications at Nintendo
of America, has joined Sega

Ad and Castl is

of as vic

building a research and develop-
ment facility in Illinois. The com-
pany already has one such
facility in Kobe, Japan, and its
planning yet another R & D
building in Tokyo.

Other Japanese com-
panies making a
stake in U.S. devel-
opment efforts include Sega of
America and Square Soft.
Sega has established an entire
development group (primarily
concentrating on multimedia
Sega CD games and a new 32-
bit system), and Square Soft
recently announced the forma-
tion of a U.S. development team
that will create a new series of
games to complement the RPGs
being produced in Japan.

3. Jurassic Park

5. DuckTales 2

6. Tecmo NBA Basketball

7. Yoshi's Cookie

8. Mario is Missing

9. Incredible Crash Dummies.

10. Bases Loaded 4

Nintendo NES

1. Kirby's Adventure

2. Tiny Toon Adventures 2: Trouble in Wackyland

4, Battletoads Double Dragon: The Ultimate Team

of marketing. White was the
man behind the Nintendo
World Championships and the
Super Mario Bros. movie during
his six-year tenure at NOA.
Good luck to Andy
Eddy, who has left
his position as exec-
utive editor of Video Games
& Computer Entertainment
magazine. Mike Davila has been
promoted to fill the post, and
Chris Gore has signed on as the
new editor-in-chief.

Camerica (of Game
Genie fame) was
absent from the
Summer Consumer Electronics
Show, and appears to have
closed down its video game
business in North America.
Code Masters, developer of

all of Camerica’s carts, will be
publishing its software in-
dependently and has expanded
tothe US.

There is no validity
to the rumor that
NEC was consider-
ing a decrease in financial sup-
port for TTL. According to Terry
Tang, Public Relations Supervi-
sor for TTI, “NEC has never
been anything but fully support-
ive of TTI. NEC has always
been, and will continue to be,
behind us 100%.”

The recent Video-
Mania Contest
has produced the
following winners: Grand Prize
— Thye Schuyler; First Prize —
Sheri Eden, Shane Vraa, Tracey
Field, Yvonne Nunnery; Second
Prize — Robert McNabb, John
Larmor, Christopher Hoffman,
T. Toby Obrien, Deon Ayre-
Smith, David Canrago, Tony
Bartlett, Russell Petty, Marcus
Goodiron, Jason Laramie.

You've heard of
games that cross
over between sys-
tems. How about characters
who cross over between games?
Not the obvious examples, such
as Spider-Man joining the X-
Men, or the Battletoads teaming
up with the Double Dragons,
but something more subtle.
We've noticed a sly cross-title
reference: Interplay has juiced
its new SNES racer, Rock 'N
Roll Racing, with a surprise
driver late in the game, a Lost
Viking takes the wheel. Similar-
ly, Takara is rumored to have
added a surprise for anyone
who beats the new Art of
Fighting game on the SNES-a
fighter from the company’s own
Fatal Fury as a final combat-
ant. Will we see LucasArts’ Indi-
ana Jones cracking the whip on
Darth Vader sometime soon?
Readers, have you found any
other hidden characters? Write
us with your discoveries.

\Jop1

2. Super Slam Dunk

3. WWF Royal Rumble

6. Taz-Mania

6. Kawasaki Caribbean Challenge

Super Nintendo

1. Street Fighter Il Turbo

4. Bubsy in: Claws Encounters of the Furred Kind

1. X-Men

2. Cool Spot

3. Mutant League Football

4. Bubsy in: Cla

5. R.B.l. Baseball '93

9. Bulls vs. Blazers and the NBA Playoffs

Sega Genesis

©. Blaster Master 2

entals

ws Encounters of the Furred Kind

This inf

7. Yoshi's Cookie 7. Road Rash Il

8. Lost Vikings 8. Flashback

9. Fatal Fury

10. Bulls ve. Blazers and the NBA Playoffs 10. Fatal Fury
was provided exclusively to y of Bl

Video.
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ré’s no such
thing asa
one-man team.”

"~ MICHAEL, JORDAN

Of course, thik was ,i'n:ho’»way'meant: to be an endorsement
for our new 4-Way Play™ adapter coming next month. I[Egl

SPORTS

LECTRONIC ARTS

IF IT'S IN THE GAME, ITVS IN THE GAME™

4-Way Play™, EA Sports™ and If it’s in thegame, it’s in the game™ are trademarks of Electronic Arts.
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“These games may or
may not b reeased by
the manufacturer.

Accasssos
Control Deck

CALL FUNCO!

612-946-8883




438 (Sopt, 92) Special Sretighter I Stategy
Guide Insert, Part 1
#39Oct. ‘92)SbeetﬁghterIISﬂaregyGwde

#41(Dec ‘%)SﬁeefﬂghferllStrabegyGulde

Insert, Part 4

. #42 (Jan. ‘92)StreetFlghterllTurboStrategy

1% Guide, Battletoads Pull Out Section

#43 (Feb. '93) Art of Fighting/World Heroes
i Guide

Special Strategy

#44 (Mar.'93) Sonic 2 Strategy Insert, Part |
#45 (Apr.'93) Sonic 2 Strategy Insert Part 2
#46 (May '93) Super Sports Roundlup Insert

$4.95 Each Indicate issue number on order.

The First Issue of
GamePro!

Only a few copies remain of GamePro’s Premiere
issue. This i the original and will not be reprinted!
Compiete your collection. Get ‘em while they last.
$8.95 Each

GamePro’s 16-Bit Specials!

Jam-packed with the latest 16-bit news, reviews and
strateges!

16-Bit Video Gaming (Feb. '92)

Super Tips & Tactics plus Buyer's Guide
16-Bit Video Gamng (May '92)

Buyer's Guide, The Best New Genesis Games
16-Bit Video Ganmg (Jan. '93)
Year End Special Best Games of ‘92

$4.95 Each indicate issue number on order.

The GamePro Video
Game Library!

Get the competitive edge with these in-depth strategy
books from the top gamers in the industry. These
books cover it all. Order yours today!

GamePro’s Streetfighter Il Strategy Guide

Over 160 full-color pages of in-depth Street Fighter Il
tips and tactics for both the Street Fighter arcade game and
Street Fighter Il for the Super NES.

160 pages. The Editors of GamePro $9.95

The Official Player’s Guide to Sonic
The Hedgehog™
Step-by-step strategies for mastering Sonic
The Hedgehog 1 and 2 for Genesis™ and
Game Gear™
224 pages JasonR Rich - $712.95
GamePro Hot Tips: Sports Games
200pages The Editors of GameProl ~ $9,95
Super Mario World Secrets
Comprehensive guide to Super
Mario World for the SNES.
DeMariaandMeston  $12.99
Sega Genesis Secrets
290pages.  DeMaraandMetston ~ $9.95

$9.99

Sega Genesis Game Secrets Greatest Tips
256 pages. The Editors of GamePro
Super Nintendo Enttertainment System Games Secrets
Detailed strategy guide for the SNES!
300 pages.
Super Nintendo Entertainment System Games Secrets, Vol. 2
350pages.  DeMariaand Meston $9.99
Ultimate Unauthorized Nintendo Super NES Game Strategies
The definitive hint book for Nintendo’s new 16-bit system.
240pages.  Sandlerand Badgett

$9.99

$9.99

S.W.A.T.PRO!
Secret Weapons and
Tactics!

. One of our bestselling products!

Tons of kiler secret codes,

Feature on Castlevania IV

SWATPRO(May'92)  Feature on Batman
SWATPRO(luly*92)  Featurs on Street Fighter I
SWATPRO (Sept.92)  Feature on TMNT IV
SWATPRO(Nov.'92)  Feature on Super Double Dragon
SWATPRO (Jan.'%9)  Feature on Road Runner's Death Valley
SWATPRO (Mar. %) Feature on Sonic The Hedgehog 2

$4.95 Each indicate issue number on order.



P.0. Box “P”
San Mateo, CA 94402
Or Call: 415-330-4PRO
(No video game or subscription information available at this number)
Shipping and Handling &ameErRo Products Order Form
USA.  Ganada Mexico oty. Description Size | Unit Price | Total
Upto 85 $2.50 $4.50 $4.50
$5.01 o $10 $3.95 $6.00 $6.00
$10.01 o $20 $4.95 $7.00 $7.00
$20.01 to $30 $5.95 $8.00 $9.00
O Check/Money Order™ 1 VISA 0 MC (Min. Credt Card Order $10) Subtotal
$30.01 to $45 $7.50 $9.50 $12.00 Bxp.
Signature Total Price
$45.01 0 $75 $8.95 $11.00 $15.00 Shipping (see ctart)
Send to:
$75.01 and over $10.50 $15.00 $20.00 Name: Sales Tax (CA=8.25%, I1=8.25%)
Address Aot
S L
“Please make checks payable to GamePro. Pre-payment required. Offer good for a limited time only.
Orders 9 Products Order Form
SURFACE AR
46wk Gl 23wk el Qty. Description Size Unit Price Total
Please Add  Please Add
Up to $5.00 $5.00 $10.00
$5.01 o $10 $6.00 $11.00
$10.01 0 $20 $7.00 $15.00
$20.01 10 $30 $8.00 $18.00
Q2 Check/Money Order* 0 VISA ) ME (Min. rodi Card Order $10)| s, gpay
$30.01 1o $50 $10.00 $20.00 BXp.
Signature Total Price
$50.01 to $100 $15.00 $30.00 g (0 e
Over $100 $25.00 $50.00 ﬂdﬁh’ Sales Tax (A=2.25% I=0.25%)
Delivery Date: 6-8 weeks Miess 00 M. | Grand Total
All Prices are in U.S. Dollars -] State 0.3 Dollars Only

PLEASE PRINT CLEARLY

Fill out a product order card from below and mail to:

GamePro

*Please make checks payable to GamePro. Pre-payment required. Offer good for a limited time only.




Advertisement

game discount warehouse,

(312) 736-5315

ART OF FIGHTING $59.00
BATTLEBLAZE $45.00
CLAYFIGHTER $52.00
DAFFY DUCK/MARVIN MART. $51.00
EMPIRE STRIKES BACK $52.00
FIN_A_I:FEHT_Z ot _8_53,00
[MORTAL KOMBAT_$59]
JURASICPARK $53.00
NBAJAM $59.00
PACATTACK $39.00
SIDEPOCKET $45.00
STREET FIGHTER TURBO $59.00
SUPER CEASERSPALACE $48.00
TECMO SUPER BOWL CALL

TOP GEAR 2

$49.00

$48.00
F-15 STRIKEEAGLE 2 $53.00
JURASSICPARK $49.00
NBAJAM $51.00
[MORTAL KOMBAT_$49]
NIGELMANSELL'SRACING $45.00
NFLQUARTERBACK CLUB CALL
SHINOBI III $45.00
SPIDERMAN/X-MEN ARCADE $42.00
SPLATTERHOUSE3 $53.00
STREET FIGHTER 2 CHAMP ED. $59.00
STRIDERRETURNS $47.00
TECMO SUPER BOWL $58.00
TERMINATOR 2: JUDGEMENT $42.00
WINTEROLYMPICS $52.00
WWFROYALRUMBLE $47.00

GENESIS CD-RO

COOL SPOT $47.00
ECCO THE DOLPHIN $42.00
FINALFIGHT $42.00
JOEMONTANA FOOTBALL $49.00
MEGA RACE__ $38.00
[MORTAL KOMBAT_$39]
RISE OF THE DRAGON $42.00
SPIDERMAN $41.00
STAR WARS 3-D REBEL $39.00
‘WWF RAGE IN THE CAGE $39.00

OVER 1000 TITLES IN STOCK
WE BUY & SELL USED GAMES
PRE-ORDER YOUR NEW RE-
LEASES FOR A 5% DISCOUNT.
SEND $2.00 FOR THE MOST CURRENT
CALENDER OF UPCOMING NEW RELEASES
TO: P.0.BOX 41936 CHICAGO, IL 60641

PRICES AND AVAILABILITY ARE SUBJECT TO CHANGE
WITHOUTNOTICE, VISA MCACCEPTED ALLSALES ARE FINAL

(GAMEPRO i a publication of International Data Group, the
world's largest publisher of computer-related information
and the leading global provider of information services on
information technology. International Data Group publishes
over 190 computer publications in 61 countries. Thirty mik-
Jion people read one or more International Data Group
publications each month. International Data Group's publi-
cations include: ARGENTINA'S Computerworld Argentina,
Infoworld Argentina; ASIA'S Computerworld Hong Kong,
PC World Hong Kong, Computerworld Southeast Asia, PC
World Singapore, Computerworld Malaysia, PC World
Malaysia; AUSTRALIA'S Computerworld Australia, Aus-
tralian PC World, Australian Macworld; Network World,
Reseller, IDG Resources; AUSTRIA'S Computerwelt
Oesterreich, PC Test; BRAZIL'S Computerworld, Mundo
1BM, Mundo Unix, PC World, Publish; BULGARIA'S Com-
puterworld Bulgaria, Ediworld, PC World Bulgaria; CANA-
DA'S Direct Access, Graduate Computerworld, InfoCanada,
Network World Canada; CHILE'S Computerworld, Infor-
‘matica; COLOMBIA'S Computerworld Columbia; CZECH
REPUBLIC'S Computerworld Electronika, PC World; DEN-
MARK'S CAD/CAM WORLD, Communications World,
Computerworld Danmark, Computerworld Focus, Comput-
erworld Uddannelse, LOTUS World, Macintosh Produktkat-
alog, Macworld Danmark, PC World Danmark, PC World
Produktguide, Windows World; ECUADOR'S PC World;
EGYPT'S Computerworld Middle East, PC World Middle
East; FINLAND'S MikroPC, Tietoviikko, Teitoverkko;
FRANCE'S Distributique, GOLDEN MAC, InfoPC, Lan-
guages & Systems, Le Guide du Monde Informatique, Le
Monde Informatique, Telecoms & Reseaux; GERMANY'S

Advertising Sales
National Advertising Director
John Sieling (415) 349-4300
/estern Region
Danna Vedder (415) 349-4300
Advertising Coordinator
Michelle Wheatley
Central Region/Eastern Region
Russ H. Hoefer (708) 827-6094
Advertising Assistant
Dawn Wiezien

Credit Sales
Director of Credit Sales
William M. Boyer
Credit Manager
Nancy Mallette

Single Copy Sales
Kemco Services, Inc.
(603) 924-0224

Advertiser Index

Foous, G Absolute 109
Extra, Computervioche Karrere, edv aspekt, Information )
Management, Macwelt, Netzwelt, PC Welt, PC Woche, Acclaim ..5,47,78,79
Publish, Unit; HUNGARY'S Alaplap, Computerwiorld SZT,
PC World; INDIA'S Computers & Communications; American Sammy...........
ISRAEL'S Computerworld srael, PC World Istael; TALY'S
Computerworid lala, Lotus Magazine, Macworld Htlia, Ascilware.....

Networking Italia, PC World Italia; JAPAN'S Computer-
world Japan, Macworld Japan, Sunworld Japan; KENYA'S
East African Computer News; KOREA'S Computerworld -+
Korea, Macworld Korea, PC World Korea; MEXICO'S
Compu Edicion, Compu Manufactura, Computacion/ Punto
de Venta, Computerworld Mexico, MacWorld, Mundo Unix,
PC World, Windows; THE NETHERLAND'S Computer!
Totaal, LAN Magazine, Lotus World, MacWorld Magazine,
NEW ZEALAND'S Computer Listings New Zealand, New
Zealand PC World; NIGERIA'S PC World Africa; NOR-
'WAY'S Computerworld Norge, C/world, Lotusworid Norge,
Macworld Norge, Networld, PC World Ekspress, PC World
Norge, PC World's Product Guide, Publish World, Student
Data, Unix World, Windowsworid, IDG Direct Response;
PANAMA 'S PC World; PERU'S Computerworid Peru, PC
World; PEOPLE’S REPUBLIC OF CHINA'S China Computer-
world, PC World China, Electronics International; China
Network World; IDG HIGH TECH BEIJING'S New Product
World; IDG SHENZHENZHEN'S Computer News Digest;
PHILLIPINE'S Computerworld, PC World; POLAND’S Com-
puterworld Poland, PC World/Komputer; PORTUGAL'S
Macin; RUSSIA'S Computerworld-Moscow, Mir-PC; Sety;
SLOVENIA'S Monitor Magazine; SOUTH AFRICA'S Com-
puting S.A; SPAIN'S Amiga World, Computerworld
Espana, Communicaciones World, Macworld Espana,
NeXTWORLD, PC World Espana, Publish, Sunworid; SWE-
DEN'S Attack, ComputerSweden, Corporate Computing,
Lokala Natverk/LAN, Lotus World, MAC&PC, Macworld,
Mikrodatorn, PC World, Publishing & Design (CAP), Datal-
ngenjoren, Maxi Data, Windows World; SWITZERLAND'S
Computerworld Schweiz, Macworld Schweiz, PC & Work-
station; TAIWAN'S Computerworld Taiwan, Global Com-
puter Express, PC World Taiwan; THAILAND'S Thai
Computerworld; TURKEY'S Computerworld Monitor, Mac-
world Turkiye, PC World Turkiye; UNITED KINGDOM'S
Lotus Magazine, Macworld, Sunworld; UNITED STATES'
AmigaWorld, Cable in the Classroom, CD REview, CIO,
Computerworld, Desktop Video World, DOS Resource
Guide, Electronic Entertainment, Electronic News, Federal
Computer Week, Federal Integrator, GamePro, inCider/A+,
1DG Books, InfoWorld, InfoWorld Direct, Laser Event, Mac-
‘wiorld, Multimedia World, Network World, NeXTWORLD,
PC Games, PC Letter, PC World, Publish, Sumeria, Sun-
World, SWATPro Video Event, Video Toaster World;
VENEZUELA Venezuela,

world Venezuela, VIETNAM'S PC World Vietnam.
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Bullet-Proof Software ..

Chip and Bits....
Data East..

Electronic Arts 9,10, 11,50, 51,115,

6,117,123, 124,125,137

Flying Edge...

FunCo Inc. ...

Game Discount Warehouse.....

Game World Mania..

GameTek.

Konami

.2nd Cover, 23, 24, 25, 66, 67

Ocean of America 4th Cover, 44,45

.55

Quickshot Technology.

Software Efc.....

01,102,103
.3rd Cover, 144

49,94, 95

110,111

35, 37,39, 41

Tradewest ..

Virgin Game
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Nintendo and Game
you gasping for air.
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" TATTO AMERICA CORPORATION
I ‘ I 390 Holbrook Drive:
Wheeling, IL 60090



“
The SN ProgramPad for Super NES
is a force to be reckoned with. Its
30 pre-programmed buttons,
including a secret code, give YOU
the power to blow your opposition
right out of the water. Imagine pos-
sessing the only pad that KNOWS 20 special Street
Fighter II™ moves and 9 special Fatal Fury™
moves! That’s right, they’re already in there, just wait-

Street Fighter II™ is a tradema

ing for you to punch a button. And if those aren’t
enough for you, just program 6 of your own power

oves to totally crush your enemy. All this plus vari-
able auto-fire & slow motion, 8-way directional con-
trol, and an LCD screen! After all, when you're up
against sharks, you do what it takes to win.

The SN ProgramPad

- now you can makeyoz{r own rules.

peom USA. Faral Fury™



Available at:

Electronics Boutique, Kay Bee Toys,

Hu;}tl({] h?g;fﬁ)stzqsgg 410_785_5661 Software Etc., Best Products,

Babbage’s, and more.




PUGSLEY'S
SCAVENGER
" HUNT.

Screen shots shown are from the.
Super NES version of the game.

Ocean of America, Inc.
\ 1855 O'Toole Ave., Suite D-102

\ San Jose, CA 95131

o\ *.

As if things weren’t ooky
enough! Now Pugsley
Addams must go-on a
simply torturous .
scavenger hunt. There’s
all sorts of unnaturally
delightful traps. And
_hidden switches all about,
ich produce the j
Toveliest, blood-curdling
effects when Pugsley runs
) them. There’s even _ 0

ready to get spooky, and
kooky...it’s

© 1992 H-B Production Co. All Rights.
Reserved. Based on the characters 5 T
created by Charles Addams. TM

designates a trademark of Paramount

Pictures. Game program © 1992 Ocean

Software Limited. Ocean is a registered

trademark of Ocean Software Limited.

Nintendo, Super Nintendo, Game Boy™,

and the official seal are registered

trademarks of Nintendo of America, Inc.




